
exclus 


SlUIORLD'S BEBT SELLinB BBI mRERZIBEI 




I VE 


nirok 
Comic 

Part 2 
inaidBl j 

/ 


mario Kart ^ 

■ olUB tlUO . ^ 

^ coiitrollBra* ^ 


Piijt'S'i 




=ULl lliVLlHil 
iKtim iiiili'K;, 

IfelllULl 




Volume One • Issue Five 


£3.B5 


i REVIEIUS ■ mK Trilogy [UK] ■ UJondor Project J2 
■ Killer Inetinct Bold 

I FIRST LOOKS ■ Body Harveot ■ Lamborghini 6k 
I BM TIPS ■ mario Kart ■ ISB Soccer 
I PLUB! bHEXEII BH PREPLHB 

/ Ca 



Not an official Nintendo publication. 




















































Secret 

Base 


New Source 
Exposes !he 
Truth about 
UK Base 

Exclusive 

Golumns 

by UFO ex|>erts 
Nick Pope and 
Jenny Rindlcs 


Railar 

Confic 

Conor vd 
UFOs eI 


wence th; 


Airforce Slalitlngs 

Military Acljfels 
UFOC.inta^t J®', J 


Stunning 

.nceSmuggif^ 

3Ut of Art*) 5 





















































aware of is 


scores more 


— iir ^ % : 

a -IM ’ how lucky you are to be ;; ^ >-";:; ■ 

‘\. ^ in possession of a Total 64 ^ 

_ issue 5, sure...you know that it's the 
best N64 magazine on the market and that you can trust our review 


very nearly dian t exist •— wen wnat ao you expect witn games uxe soccer o<», v 
Starfox 64, and Mario Kart 64 all being in the office at once! 

N64 games are reaching dangerous levels of addiction, as the bags under Justin and 
Nick's eyes after their all night Mario Kart 64 session show. Apparently you can only truly 
/ appredate the Wario circuit after a minimum of 300 laps play! Starfox 64 is still a firm favourite 
of the team, but since we heard about all the secret bonuses that can be earned, it's been played to 
death on one player mode — look out for some top tips next month! 

But needless to say, our game of the month — by virtue of the sheer number of man hours its eaten out of 
our working week — has to be ISS Soccer 64, Not only did we organise a Rapide Premiership and then play the 
whole season within the space of about three weeks, but we've just gone past the semi-final stages of our Premier 
/ Direct sponsored cup competition. 

Of course we do all of this for your benefit, it's not like we have time to sit around and play games or anything! Nick s 
been 'hard at work' on Mario Kart 64 to bring you a comprehensive players guide, and Justin's been 'Hang on I'm busy!' playing 
Starfox 64 for what we're assured is an equally good reason. 

The things we do for you eh! 
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Far too buoy I 
with.. .Damn! 1 
DJhen did you ^ 
yet that red 
she!!?! 

Oh airiyht 
then... _ H 
















If you liked the 
SNES version 
J you'll go 

absolutely mad 
for the N64 
update. Just 
don't forget 
your pads! 


Killer 44 
Instinct 
Bold n 


At last, the N64 has a 3D 
beat-'em-up! But is it worthy 
of the greatest console ever 
created? Find out... 


The classic arcade 
title has arrived 
on the N64 — y 
but is it really ^ 
gold? And if 
not, does it even 
deserve to be on 
the podium? 


UJonder 
Project J2 


A Japanese game where you get to 
play with a robotic orphan? 
Mmm... Japanese text, love it! 
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Soccer 


Advice on how to 
get the most 
from this classic, 
courtesy of . 


TOTHL EM - COnTE 


This top looking W-' ^ - 

game has a B-Movie plot worthy of 
our Mr. Gale. Check out our shots! 


A pink marshmallow 
skateboarding on^^ 
a star — what's 
loing on here thenzS 


Turok 

Comic 


M Part two of 
^ Turok's comic 

D ^ book outing, 
an adventure 
worthy of the game! 


f our office ^ ^ >v 

SF League champ! 

lull 

nf) marlol 


# Track by track guide to this 

great game, including all the 
secrets, shortcuts and character profiles. 

J^eguiairs 

3 Editorial 

5B The Firing Line 
Bk The Cheat Zone 

6 neius 

33 Back Issues 

31 Revieujs Intro 

Sk Subscriptions 

liB Revieius Round'Up 

37 next month 

5k PeripliBralo Update 

SB Sign OFF 
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BTDP PREBB 



TBfl - F-1 Pole Position 
[Ubi Soft] 

TBfl - Joust Epic 
[GT Intordctiue/Midiudy] 
TBfl - Mystical Hinja 64 
[Konami] 


lowdowft/ 

European 

ReleaBB 


Here are the latest 
release dates for the N64, 
for 1997 in Europe. 

June 

TBfl - Ulayne Gretzky's 
3B Hockey 
[Nintendoi^Midujdy] 

13 - International 
Superstar Soccer 64 
IKondmi] 

13 - Mario Kart 64 
[Nintendo] 

20 - HBfl Hanytime 
fNintendo/Midiudij] 

26 - Mortal Kombat 
Trilogy 

[GT interdCtiue/MiduJdy] 

End Quarter ‘37 

TBfl - Doom 64 

[GT InterdctiuGr^liidujdy] 
TBfl - Hexen 
[GT interdctiue] 

July 

TBfl - Clay Fighter 63 

123 [flccldim/lnterpldy] 


H#' 


B T Interactive's Quake beater. 
Unreal, will be released on 
the PC later this year — 
boasting an unrivalled level of 
realism and atmosphere. No 
N64 plans have officially 
been announced, but we 
have it on good 
authority that the 
possibility is being 
discussed. The game is 
similar in concept to the 
classic Quake, but sends 
bullets into the back of its 
predecessor at almost every turn. 
The light sourcing used in Unreal is 
without a doubt the most realistic 


ever seen in a game 
— candles flicker, 
lights reflect off the 
water, and every single 
object in the game 
casts it's own shadow 
— which will react and 
change depending on the 
lighting in 
the area. For the 
first time ever, you'll 
be able to hide around a 
corner and detect your 
enemy's approach as their 
shadow pre-empts their arrival —that 
is of course providing the light's 
behind them! 


By hardening his tongue, he can 
also use it for beating opponents 
over the head and pole vaulting 
from platform to platform. 

With a one player story mode and 
multiplayer battle mode whereby 
players get to use their tongues 
against one another, this game could 
be a big hit when it's released in 
Japan later on this year. 6M 


TBfl - Blast Corps 

[Nintendo] 

TBfl - Body Harvest 

[Nintendo] 


September 

TBfl - Cruis'n USfl 
[Nintendo] 

TBfl - Goldeneye 
[Nintendo] 

TBfl - Mission: 
Impossible [Ocean] 
TBfl - Star Fox 64 
[Nintendo] 


Hr^nBk- Unraall 


3rd Quarter *37 


irst seen at the Shoshinkai show, and now about 
607o complete. Chameleon Twist appears to bear 
some resemblance to Mario 64 in terms of level 
design, although I can't remember ever seeing Mario 
using his tongue for anything — let alone for 
squeezing enemies to death. Almost every action 
performed in this action platformer will centre 
around the use of the player character's extraordi- 

_ narily long licking 

proboscis. As well as 
the aforementioned 
squeeze attack, players 
will be able to suck in 
enemies and them spit 
them at others — two 
for the saliva of one! 
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TBfl - Hobotron K 

(GT Interactiue/Midiuay] 
TBfl - Ulai Gods 
[GT lnteractiue/Midiuai|] 

DBcember 

TBfl - Yoshi's Island 64 

[Nintendo] 

kth Quarter *B7 

TBfl - Blade 6 Barrel 

[GT Interactiue] 

TBfl - Quake 64 

[GT Interactiue/Midinay] 

TBfl - fleu Limit [Seta] 

US Release 
Dates 

Here are the latest release 
dates for the N64 for 1997 
in America. 

June 

20 - Hexen 
[GT Interactiue] 

23 - Bark flift 
[Uic Tokai] 

30 - Star Fox 64 C 
Rumble Pak [Nintendo] 

July 

TBfl - International 
Superstar Soccer 64 

[Konami] 

TBfl - Multi-flacing 
Championship [Ocean] 

15 - Clay Fighter 63 1/3 

[Interplay] 

Summer ‘B7 

TBfl - Body Haruest 
[Nintendo/DMfl] 

TBfl - Robotron 64 

[Midiuay] 

Rugust 

TBfl - Goldeneye 007 
[Nintendo/Rare] 

TBfl - Top Gear Rally 

[Kemco] 

September 

TBfl - F-1 Pole Position 

[Ubi Soft] 

TBfl - Tetrisphere 

[Nintendo] 

30 - Lamborghini 64 

[Titus] 

Fall 07 

TBfl - flero Fighters 
Assault 

[McOriuer/Paradiym] 

TBfl - Buke Nukem 3B 
[GT Interactiue] 

TBfl - Mission: 
Impossible [Ocean] 

TBfl - MLB Featuring 
Ken Griffey Jr. 
[Nintendo/flngel] 

TBfl - Robotech: Crystal 
Breams [Gametek] 

TBfl - Space Circus 
[Ocean] 

TBfl-UJClU Us The 
HUIO: UIorldTour [T-HQ] 
TBfl - Yoshi's Island 64 

[Nintendo] 




ead or Alive hasn't yet 
been confirmed as an 
N64 release, but with \ 
Acclaim handling the UK 
distribution of the coin-op we're 
optimistic that someone will have 
the good sense to get to 
work on a conversion as 
soon as possible. 

For those of you 
who haven't yet 
witnessed - 

D.O.A, in the ^ 

arcades, it's 
basically a ^ 
beat-'em- , 

up in the 

style of sTSSr 

the Virtue 
Fighter and 

Tekken “ 

games. The ^ 

arcade _n. 

machine has 


already occupied the no. 1 spot 
in Japan and the US, an 
incredible achievement 
|||^^ which is likely to be 
repeated wherever 
it's released. 

So what makes this 
better than other 3D 
W ^ ■ beat-'em-ups? Well for 
a start there's the huge 
range of grappling 

I A techniques and counter 

attacks that compliment the 
I usual range of moves 
I perfectly. Then there's the 
/ ring outs; which instead of 
sending your opponent lamely 
to the ground, will often see 
them landing on an explosive 
device of some sort and being 
thrown up into the air. 
lit would be impossible for me 
I to talk about D.O.A. without 
' mentioning what is obviously 
^one of the games major assets 
i — the fact that three of the 
eight fighters are perfectly 
I formed females with superbly 
I animated curves in all the 
I right places. Apparently these 
are the most realistic ever 
seen in a videogame, need I 
k say more? Pray that this 
f makes it to the N64! BN 


riGM Ed gets 

in troublB 


n 


1 0 we're not talking about Justin getting locked up, 

'Ed' is the working title under which Ubisoft's latest 
1 platform hero has been developed. The final name for 
the game has now been decided upon and ‘Tonic Trouble' will 
hopefully be showing at this years E3 show in Atlanta, 
where our very own Ed will no doubt be getting into some 
Tonic Trouble of the alcoholic kind! Of course no drinking session would be complete without a 



few spillages, and so this is where Ed's adventure begins (not Justin — the Ed in the game). 
Whilst jetting through space in his ship, having a quick drink our little alien succumbs to the 
effects of the intoxicating liquid and manages to spill it...on 
earth! Unfortunately the liquid has a very strange effect on our 
apparently happy planet and spreads complete chaos wherever it 
goes — your mission is obvious: work your way through this 3D 
platformer returning order and happiness to the planet. We 
haven't heard much about the capabilities of this Rayman 
lookalike (no limbs etc.), except that the game will be very much 
in the style of Mario 64 — one to look out for then! 


us Releases continued 

October 

TBfl - Extreme G 

[Reclaim] 

TBfl - Freak Boy [Uirgin] 
TBfl - MK Mythologies: 
Sub-Zero [Midujay] 

TBfl - San Francisco 
Rush [Miduiay] 

november 

TBfl - Bream 
[Nintendo/Rare] 

TBfl - Final Boom II 
[Midujay] 

TBfl - Joust Epic 
[Midujay] 

TBfl - Mace: The Bark 
Age [Hiduiay] 

TBfl - HFL Quarterback 
Club '9B [Reclaim] 

01 - Superman: The 
Animated Series [Titus] 

December 

TBfl - Bio Freaks 

[Midujay] 

TBfl - Quake [Miduiay] 
TBfl - Tonic Trouble 

[Ubi Soft] 

TBfl - UJayne Gretzky's 
3B Hockey 98 [Midiuay] 

ktli Quarter ‘37 

TBfl - Jeopardy! 

[Gametek] 

TBfl - HBfl In The Zone 
*98 [Konami] 

TBfl - Quest 64 ITHQ] 

TBfl - Space Station: 
Silicon Ualley 
[BUG Entertainment/DMR] 
TBfl - Wheel of Fortune 
[Gametek] 

Early 1338 

TBfl - Castleuania 64 
[Konami] 

TBfl - Forsaken 

[Reclaim] 

TBfl - Legend of Zelda 
64, The [Nintendo] 

TBfl - Turok 2 [Reclaim] 
TBfl - Unnamed 
Fighting Game [Konami] 

JapanBBe 

RelaasB 

DatBB 

Here are the latest release 
dates for the N64 for 1997 
in Japan. 

June 

TBfl - The Mahjong 64 
[Uideo System] 

14 - Star Wars: 

Shadows of the Empire 
[Nintendo] 

27-Yuke Yukell 
Trouble Makers lEnix] 

July 

TBfl - Morita Shogi 64 

[Seta] 

TBfl - fleu Limit [Seta] 


TOTAL 64 volume one 
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JAPANESE Releast^: continued. . . 

TBA - Sonic UJings 
Assault [Uideo 
SystBrn^Paradigm] 

18 - Multi-Racing 

Championship 

[Imagineer] 

August 

TBA - 64 Oozumo 
[Bottom-Up] 

TBA - Boom 64 
[Gamebank] 

TBA - Goldeneye 
[Nintendo] 

TBA - Power League 64 
[Hudson Soft] 

01 - Mahjong Hourouki 
Classic [Imagineer] 

07 - Goemon 5 [Konami] 
08 - Joy Card 64 
[accessory] [Hudson] 

Summer ‘37 

TBA - 3B Fighting 

[Imagineer] 

TBA - Baku Bomberman 

[Hudson Soft] 

TBA - Hexen [Gamebank] 

TBA - Hiryu No Ken 
Twin [Culture Brain] 

TBA - Holy Magic 
Century Eltale 

[Imagineer] 

TBA - J-League Eleven 
Beat 1QQ7 [Hudson Soft] 
TBA - Kiratto Kaiketsu! 
64 Tanteidan 
[Imagineer] 

TBA - Mission; 
Impossible [Uictor 
Interactiue Softuiare] 

TBA - Top Gear Rally 
[Kemco] 

TBA - Yoshi's Island 64 

[Nintendo] 

Pall B7 

TBA - Aero Gauge [ASCII] 
TBA - J-League 
Bynamite Soccer 
[Imagineer] 

TBA - Sim City 2000 
[Imagineer] 

TBA - Uirtual Pro 
UJrestling: Ultra Battle 
Royale [Hsmik] 

ilovember 

TBA - Chameleon Twist 

[Japan System Supply] 

December 

TBA - Hyper Olympic in 
Hagano [Konami] 

*ith Quarter ‘87 

TBA - Legend of Zelda 

64 [Nintendo] 

All dates are subject to change and 
judging by past rsisases, expect UK 
games to be at least a month late! - Ed 


John’s Column 


This month, as promised. I'll be telling all of you 
import machine owners how to convert your 
machine so that it'll play all American and 
Japanese games without the need for an adaptor. 
You'll need a Philips screwdriver and another 
screwdriver to fit the screws on the bottom of the 
H64 (you can get this in a kit from Maplins: Miniature driver set, order 
code YIU61R). 

With these in your possession you're ready to start: 

1. Unscrew the six screws underneath the H64. 

2. Turn the machine the correct way up and remove the Ram cover. 

3. Gently remove the Ram cartridge and put it to one side. 

4. Remove the bottom half of the H64 and put it safely to one side. 

5. Looking at the top half of the H64, turn it upside down. 

6. You should now see the cartridge area - grey plastic. 

7. Remove the two Philips screws and lift off the cartridge cover. 

8. You can now replace the two Philips screws and put the machine back 
together if you wish, but the doors on top of the H64 will fall in. 

Q. If you want to keep the grey cartridge doors then you can saw the 
cartridge cover at each end and replace the small sawn off bits, this 
will allow the doors to continue to function. 

10. Put the machine back together, not forgetting the Ram cartridge and 
the two feet on the underside of the N64 and there you have it, one 
universal H64. 

By the way, this conversion will not play Pal games - I'll go into that in 
another issue, for the time being you'll need a universal adaptor. 

Well that's it for this month, hope some of you have found it useful, and 
for those of you who already knew - well done Einstein! 

Keep reading as I'll be covering lots more over the next few months 
including internal RGB conversions and the answers to any questions 
you'd like to ask. 

HeithGr mysGlf or Total 64 magazino accopt responsibility for any unlikely damage that 
may occur to your NG4 


Send your questions and comments to Total 64 at the usual address or 
email them to me at: stainsbydDmsn.com _ 


Shogi 

If the truth be known, you probably know as much 
as we do about this obscure Japanese re[ease. 

Apparently it's similar to chess, and features the 
likeness of Yoshiharu Habu — presumably the Japanese equivalent of Kasparov. 

With all of the exciting features you'd expect from a chess game, plus a few 
such as the running commentary and rotating board that are exclusive to the 
64 bit version; this could be the game that N64 owners over here are waiting 
for — or aren't. 

The game's already available in Japan and we're hoping to track down a copy in 
time for next month — bet that's got you excited! 






It'salUorm Jim, but not as 
me knouj it! 

The third game in the highly successful 
Earthworm Jim series has been confirmed as a 
future H64 release. The game luhich is currently 
going by the highly original title Earthworm Jim 
3, luill also be released on the PC and 
PlayStation mid-lQQ8. 

On the right track 

The company responsible for PSK games such as 
Twisted HetaUi\A JetMoto, Singletrac. has 
signed on to make K64 games in the future. 
Twisted Metal Jiuould be nice if you're reading 
this fella's. 


Quest for an RPG 

Last issue lue reported that the Japanese luere 
soon to be getting their hands on the rather 
special looking Holy Magic Century Eltale, but 
that lue might neuer see it ouer here, lliell 
apparently THQ haue seen the light and noui 
intend to release the game as Quest 64 m the 
US. so a UK release nour looks a lot more likely. 

Sim City 64? 

Most of you luill haue at least heard of the Sim 
games from Maxis, and I suspect that most of 
you luill haue played a uersion of Sim Cityai 
some point. It's been rumoured for some time 
that an K64 uersion of Sim City 2000\% in 
deuelopment. and those rumours mould appear 
to be uiell founded nour Maxis haue announced 
that they're uiorking on Sim Copter, uihich on 
the PC enabled you to fly around cities you'd 
created in a chopper, fighting fires, crime, and 
suchlike. More Sim neu/s as soon as me get it. 


Issue 3 

Competition 

Winners 

phini Boy 55 

The following 10 winners will all soon be 
receiving a Mini Boy 55 LCD game, courtesy 
of Fire International. 

David Douglas — Carlisle, Cumbria 
Greg Watts — Solihull, W. Midlands 
Huseyin Sali — Leytonstone, London 
Ian Brown — Hartock, Somerset 
Lisa Litchfield — Links View, 
Northampton 

Mr. F. Crichton — Penge, London 
Rob Owen — Eastbourne, E. Sussex 
Stephen Duffin — Pontypridd, Glamorgan 
Stephen Sinclair — Kirkcaldy, Fife 
Will Henderson — Roath, Cardiff 

^rok Game C Goodies 

Congratulations to: Matthew Dohnes 
of Stoke-on-Trent, Staffs. 

He's won himself a copy of Turok: 
Dinosaur Hunter and some very lovely 
Turok goodies. They should winging 
their way to you from Acclaim any 
day now. 



As well as answering what we thought 
was an extremely easy question (some of 
you proved us wrong!), we asked you to 
tell us what the initials F.I.F.A. would 
stand for if it wasn't the 'Federation of 
International Football Association' — 
after removing the huge pile of entries 
from people who didn't answer the tie 
breaker at all (?), we began our search 
for a winner... 

Alan R. Dempster of Sacriston, Co. 
Durham Has won the first prize of a 
sports bag full of EA Sports 
merchandise, including a copy of FIFA 
64 with his tie breaker: 

If the initials F.I.F.A. didn't stand for 
'Federation of International Football 
Association', they'd stand for..." a 
terrorist organisation that threatens to 
destroy family unity — brother, sister, 
husband and wife battle for the control of 
the TV remote. Accusations fly and dark 
secrets are unearthed as the family split in 
two — those for the soap against those 
for the match. They call themselves the 
Fiendish Instigators of Family Arguments." 

The following runners up have all 
earned themselves a copy of FIFA 64, 
courtesy of EA Sports. 

Deanna Sinclair — Sothall, Sheffield 
Ian Perry — Stoke-on-Trent, Staffs. 
Cameron Shaw — Dingwall, Ross-shire 
Ciaran Morinan — Anerley, London 
David Knowles — Penymynydd, 

Flintshire 

Carl Dobson — Macclesfield, Cheshire 
Jean Grzesik — Jordanthorpe, Sheffield 
Peter Jones — Halifax, W. Yorkshire 
Ross Brown — Kings Park, Glasgow 
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Mario 
Pilot Wings 
Wave Race 

Mario Kart. il> 49.99 New 
Rev Limit 

Star Fox £ 69.99 New 
IDiiragmon 
Wn.r Clods 
Plade & Barrel 
Mult.i-Racing CharnpU )nsRip 
Wild Shoppers 
(logo TrQiiblemake: 
nli 
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3 The Parade • Stonegate Rd • Leeds • L5B 4HZ 
Tel: 0113 230 BDD7 • Fax: 0113 Z3D B305 

Also at: ID Mill Hill • Leeds • LSI 5D0 (near Railway Stationl Tel: 0113 234 1115 ^ 
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' DIRECT^ 


FAST DELIVERY SERVICE 

Three working days on stock items 

NINTENDO 64 GAMES 



FIFA SOCCER M 
MARIO 64 
PILOT WINGS 64 
SHADOWS OF THE EMPIRE 
TUROK DINOSAUR HUNTER 
WAVERACE 64 


£34 99 
£48 99 
£39 99 
£49 99 
£51 99 
£43 99 


INT SUPERSTAR SOCCER DELUXE 

MARIO KART 64. 

KILLER INSTINCT GOLD 
MORTAL KOMBAT TRILOGY . . . 
CLAYFIGHTER EXTREME . 
BLASTCORPS . 


. £48 99 
£51.99 
. £44.99 
. CALL 
CALL 
CALL 


TUROK: DINOSAUR HUNTER & I MB MEMORY CARD 



WAVE RACE OFFER 

PURCHASE A COLOUR OFFICIAL CONTROLLER AT THE 
SAME TIME FOR JUST £23.99 OR PURCHASE A SUPER PAD 
64 PLUS FOR JUST £16.99 


NINTENDO 64 ACCESSORIES 


SUPER PAD 64 PLUS . 

ARCADE SHARK STICK 
jOYPAD EXTENSION CABLE 
S-VHS CABLE 
I MB MEMORY CARD 

SMB MEMORY CARD. 

OFFICIAL CARRY CASE . 

OFFICIAL DELUXE CARRY CASE 
OFFICIAL CONTROL PAD CASE . 
GAME KILLER CHEAT COMPILATION 


£1899 
£3899 
£699 
£899 
£14 99 
£27.99 
£13 99 
£24 99 
£11 99 
£26 99 


UNIVERSAL GAME ADAPTOR (UK) 
JOLT PACK 

OFFICIAL MARIO PLAYERS GUIDE 
OFFICIAL TUROK PLAYERS GUIDE 
OFFICIAL MARIO KART GUIDE 
OFFICIAL COLOUR N64 JOYPADS 
SHARKPAD PRO 64 

STEERING WHEEL . 

STEREO AV CABLE (SCART CABLE) 


£19 99 
CALL 
£9 99 
£9 99 
£7 99 
£29 99 
£29 99 
CALL 
£9 99 


COLOURED OFFICIAL N64 JOYPADS 
ONLY £26.99 
Available in blue, green, red, 
black, and yellow 



ONLY £48.99 

BUY AN OFFICIAL COLOURED 
CONTROLLER OR SHARKPAD PRO 64 
PAD AT THE SAME TIME 
FOR JUST £26.99 


NINTENDO 64 & INTERNATIONAL 
SUPERSTAR SOCCER 64 £187.99 

NINTENDO 64 & MARIO KART 64 

£187.99 


01993 844885 

9am to 8pm Mon-Thur. 10am to 7pm Fri & Sat 
I lam to 4pm Sun & Bank Hols 

OR FAX ORDERS TO 01993 840750 


MARIO KART OFFER 

ONLY £51.99 

BUY AN OFFICIAL COLOURED 
CONTROLLER OR SHARKPAD PRO 
64 PAD ATTHE SAMETIME FOR 
JUST £26.99 


YOU COULD PLAY DOOM 64 NOW !! 

Buy an adaptor and play American games on an English N64 
PRICE £19.99 OR £16.99 IF YOU BUY ANY GAME 
ATTHE SAME TIME 

US NINTENDO 64 PLUS ANY GAME £225.00 

THIS INCLUDES ONE CONTROLLER,A POWER 
.. ADAPTOR AND A SCART CONVERTER CABLE 



US NINTENDO 64 GAMES 


ITEM 


PRICE 


ADDRESS: 


£ 



£ 

POSTCODE: TEL: 


/ 

SIGNATURE: 


1L 

P&P 

CASH □ CHEQUE □ POSTAL ORDER □ CARD □ 

CARD NUMBER □□□□□□□□□□□□□QQQ TOTAL 

£ 

£ 

EXPIRY DATE □ □ □ □ ISSUE NO. □ □ (Switch Only) 

iiHMi 
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BLASTCORPS . £6499 NBA HANGTIME . £64 99 

CRUISINUSA . £6499 PILOT WINGS 64 . £64 99 

DARK DRIFT . CALL SHADOWS OF THE EMPIRE . £64 99 

doom 64 . £64 99 JUROK DINOSAUR HUNTER . £64 99 

FIFA SOCCER 64 . CALL ^ODS .£64.99 

GOLDEN EYE .CALL WAVERACE 64 £64.99 

. wa^nTgr^ky:;-.... :: . :: £64 99 

MARIO KART 64 £6299 HEXEN 64. -CALL 

MORTAL KOMBAT TRILOGY . £59 99 MRC-MULTI RACING CHAMPIONSHIP . CALL 

STAR FOX 64 & JOT PACK (DUE 27/6/97) . CALL 

JAPANESE NINTENDO 64 GAMES 


SUPER NES GAMES 


DONKEY KONG COUNTRY 2 
DONKEY KONG COUNTRY 3 
EMPIRE STRIKES BACK 
INCANTADON 

INT SUPPERSTAR SOCCER DELUXE 

KILLER INSTINCT . 

KIRBY S FUN PACK 
LAMBOURGHINI 
LOST VIKINGS 2 

MARVEL SUPER HEROES . 

MR DO 
MS PACMAN 
NBA HANGTIME 


£2999 
£39 99 
£2799 
£23.99 
£42 99 
£1299 
£2899 
£32 99 
£3399 
. £44 99 
£1999 
£2799 
£3999 


NHL 97 . 

PREHISTORIK MAN 

PRINCE OF PERSIA 2. 

RETURN OF THE JEDI 
SECRET OF EVERMORE 
SIM CITY 2000 
SUPER MARIO KART 
SUPER PUNCH OUT 

TERRANGIMA. 

THEME PARK 

ULDMATE MORTAL KOMBAT . 
WHIZZ 

WILLIAMS ARCADE CLASSIC . 

YOSHI'S ISLAND 

ZELDA 


£36 99 
£16 99 
£2899 
£27 99 
£2899 
£37 99 
. £25 99 
£1999 
. £2999 
£27 99 
£3999 
£24 99 
£27 99 
£2999 
. £17.99 


WE BUY AND SELL 2ND HAND N64 GAMES 
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PRESS 




The many top titles 
in this month's 
First Loak prove 
that the console in 
your possession is 
inPe 

pomerPul on the 
plan 






Fblu oF us can aFFord to even look at a 
Lamborghini, so ujili Titus' neui PBM racer 
be any kind oF substitute? 


his superb looking 
racing game from 
Titus is hoped to be 
released in the US at the end 
of September — the original 
cartridge version will probably 
include four circuits, but as we reported in 
issue 4, the game will be 64DD compatible, so 
there are sure to be some more to look 
forward to. 

As you can see from a couple of the 
pictures, it looks like the courses will have 
multiple routes available — whether these 
will be for different difficulty levels (a la 
Ridge Racer) or just as possible short cuts is 
not yet known. 

The game will include four instantly 
selectable cars with the possibility of secrets to 
be earned as you get better at 
the game, a split 




As these 
simulations 
show, Titus 
are putting a 
lot of work into ensuring that the physics 
and collision detection of Lamborghini 64 
are as accurate as possible - it'll make a 
nice change from the invincible cars of 
Cruis'n USRX\[.a\ were almost cat-like in 
the way they always landed on their tyres. 
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UJhatBVBr you 
^ Fancy! 


A Realism is the uiatchuford 
in this neuj Titus title. 

screen two player mode has 
been more or less confirmed 
while we're told that a four player 
mode is under consideration. 


The game will feature all of 
the usual options including 
championship, time trial, 
tournament and arcade modes of play. 

Pit stops and real time weather conditions 
will distance the game from the likes of Ridge 
Racer by adding an extra element of realism, 
particularly in longer races. 

We're hoping to see this running at the 
E3 show so be on the look out for some more 
details soon. 


The scenery in Lamborghini 64 appears to be 
mainly European, although the Alpine 
waterfalls and scenic ruins will probably 
seem quite alien to those of us in the UK! 
But then, Titus are based in Paris, so it's 
unlikely they'd travel across the English 
Channel for inspiration. 

The game will also utilise some neat visual 
effects such as the light flare that you can 
see in a couple of the screen . 

shots which also worked so 
incredibly well i n Wave - 

Race 64. 


TitUB 

Hrt.. 


As these sketches shour, a lot of attention 
has been paid to the scenery in Lamborghini 64. 
Also note the fork in the road - alternate routes 
and shortcuts look sure to make an appearance. 
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Car Daeign 


Luckily for most of us, these aren't in game shots 
of a DIY mode - they're just here to illustrate houi 
much care and attention is being paid to the 
design of Lamborghini 64. They're a thoughtful 
bunch, aren't they! 
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awesome 


Duke Hukem 64 




^ oom, Turok and all the other first 
\-J person shooters had better make 

way for the baddest-assed mutha of 
a video game hero ever to strut his stuff in 
the land of silicon violence. They call him 
the Dook, and he's headed for an N64 near 
you. Be warned. 

Duke Nukem 3D is the definitive PC 
shoot-'em-up, straight out of a low budget 
action movie complete with , 

dancing girls of dubious 
moral standing and a 


healthy dose of 

swearing, (be warned 

kids — we've already ^ 

resigned ourselves to ? 

not being big or ^ ^ I 

clever for the rest of ' 

The story's your 
usual space-aliens- 
coming-to-wipe-out-the- 
human-race-type 

» scenario. Only ^ 

who should pick up 

- the Earth's distress calls 

•».. « but the one dude in the 




k Extra levels and graphical 
enhancements are one thing, but I 
think ure'd all like to see some 
of these folks' relatives. 

w galaxy with the tools and 
■ the talent to do 
m something (the hell) 

W about it. The 
P big Dookster ' 


himself is 
about the 
toughest, coolest 
cat ever to appear 
in a video game. Not 
only does he blow away 
the bad guys with an JQ 






arsenal of 
weapons, but 
he's always got 

a one-liner for I ^ 

them as they suck 
in their last breaths. 

However there's a 
lot more to Duke on ^ 

the PC than simply humour. 
Doom invented the first person 
shoot-'em-up but Duke Nukem 
took all the necessary steps 
forward before Quake even 
appeared on the horizon. Doom 
limits you to one plane of 
movement. Not so with the lad 


Nukem. Being a fit and agile kinda 
k bloke he can look up and 
« down, run, jump 

^ swim and even 

i manage to lay 
your hands on a 
handy jetpack 
^ of course). 

LeveU are 

1^ , incredibly diverse, 

^ taking the action 

^ down into the 

sewers, through dark 
post-apocalyptic 
cityscapes, into 
, nightclubs, a pervy 
iinema — and that's 
just the first 
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Ooh. look - some 
louely conceptual 
ditujoik. Those 
nasties don't just 
appear out of 
nouiheie 


they start OOCp 
life on an artist's 
desk, brought to life 
uiith a pencil, uiad of 
paper and a great big 
dollop of artistic talent, find urhat 
happens to the finely fashioned 
monster ufhen he's finally 
unleashed? He gets hit by a rocket 
and blourn to smithereens. Tsk, 
that pesky Dook bloke! 
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A Maybe uie'll see 
more of this fella in 
Duke 64. You knoui, he 
looks kinda familiar... 


mega Bobb! 


UJhat game would be complete 
without a big and incredibly hard 
\ guardian at the end 

of each leuel? Hot 
Duke Hukem for a 
^ start, matey! 


so, than those in Duke. 
With the possibility of 
extra levels and the 

graphical enhancements made possible by 
^ the N64's hardware, this is certainly 

the game to look out for. The shots 
r you see on these pages are very 

early and have yet to feature all 
W the special N64 effects. 

It's pencilled in for a September 
release in the States and should 
hopefully reach these shores by 
Christmas. Meanwhile keep an eye 
out for new screenshots and news as 
it breaks, right here in Total 64. 


mission! The PC version had 
three in all, divided up into 
approximately half a dozen 
challenging levels each. 

Later missions take in fijflBlKB 

rugged mountains and 

finally go up into space to 

finish the mother alien off 

once and for all. 

Gameplay isn't a simple matter 
of blasting everything that moves. There 
are loads of puzzles to solve and secrets to 
find, and surprises await on every level. If 
ever there were an action game to keep you 
glued for hours on end, Duke Nukem 3D on 
PC is it. As for the N64 version? Well, we're 
told there's going to be no watering down of 
the slightly risque content. There's nothing 
there you could call crass — some of the 
deaths in Turok are as gruesome, if not more 


'Slightly risque?' 
Downright rude 
more like - not 
much chance of 
Hintendo allowing 
these methinks! 
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Rll the A 

earth's a 

Field, and ^ ! ‘ 

me are 

merely crops ready 
For the harvest! 


A Stupendous graphics are 
the signature of a classic 
from that man in Japan. 


IfllJ Miyamoto * 

■■ H inspired Nintendo 4 

game is said to 

be going through partial > 

re-development at the 

moment, with more RPG 

elements being included to improve upon what 

already sounds like quite an engrossing title. 

The plot seems to be loosely based on that 
of the classic film Invasion of the Body 
Snatchers', with human beings apparently being 
a perfect source of food for a particularly big 
and aggressive race of aliens who carefully 
'planted' us on earth thousands of years ago — 
and have now returned for their own version 
of the harvest festival. „— 

The game itself will combine 
three types of gameplay with jT.. % 
third person shoot-'em-up, X 
driving, and even combat 
strategy elements all making 
an appearance. Your mission, 
as you travel around the world 
and through time, is to rescue 


any remaining humans you come 
across, 


thus preventing them 
from suffering the indignity of 
taking their last breath whilst 
on the end of an alien's 
toothpick. Taking on the aliens is 
obviously going to be best done from 
the relative safety of a vehicle, so at least 
130 different types are being included for 
you to choose from. 

„ These will include air, land, and 

B. ranging from fire 

v\ engines, ice cream vans and 
futuristic tanks, to World War 
One biplanes, hovercraft and 
I dumper trucks. You name it. 


^ you can probably drive it in Body 

Harvest. Basically, any vehicle you come 
across in the explorable landscape can be 
climbed into and used. 

The aliens that our hero, Adam Drake, is 
looking for shouldn't be too hard to spot — 
they include everything from huge flying 
insect creatures to robotic crustaceans! Body 
Harvest obviously differs greatly to what we're 
used to seeing from Nintendo, but you can 
bet that if Miyamoto's had a hand in it, it'll 
be as stunning as usual. 


A "I've got a brand neiu Bodi/ Jfdrifester and 
ru give you the key ." Do they drink cider too? 
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Kirby*' s Air Ride 




The update oF the IB bit claseic is on its 
may-check out our neui screenshotsi 


A Some of you 
might be suipiised 
to learn that this 
looks just like 
Kirby, Merseyside. 
Or are uie lying 
through our teeth? 


A fter making its first appearance 

at the Shoshinkai show back ||||||[ 

_ in 1995, this eagerly awaited HwHIi 

sequel to the SNES version STILL hasn't n|||p 
arrived. We're hoping to see something 
about it at this years E3 show, but as 
yet nothing's been confirmied. Since 
1995 the game appears to have been 
through many re-writes, with no batch 
of screenshots looking similar to the 
last. Even the name Kirby's Air Ride is still 
only a working title. 

The original, playable version that was 
shown in 1995 included a four player mode, 

although at that time the 
gameplay basically 
consisted of a 
P^nk ball {Kirby 

rolling around 
on a giant 
undulating 

avoiding enemies 
and obstacles. Recent 
screenshots out from 
Japan look a lot more finished, 
with Kirby sporting a S 

backwards baseball cap and 
apparently able to do a i 
lot more exploring than j 
in previous incarnations. 

As yet we haven't seen iB 
any new shots which 
include Kirby's famous 

snowboard, but then if he's ^ 


A Japanese 
cute stuff 
alert! You 
knour it's 
gotta be oh 
so good! 


A Do you think Kirby \% in any 
may related to Pacmanl 


learned to fly I don't suppose he has 
. much need for one! 

\ Nintendo are keeping rather quiet about 

which still hasn't appeared on any 1997 schedules 


\ this release 

fl but I wouldn't be surprised if this arrived in Japan just in time for a 
■ merry Christmas. 

f We'll bring you more details on the pink, planet swallowing, fluffy one 
^ as soon as we get hold of some — in the meantime here are some 
screenshots to tide you over, i 
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# Publisher GT Interactiue ) 

• Release Date: 2nd Quarter . 



Looking a lot like Haam BH 
luith the lights on, could 
HBxen Bk steal the 

limelight uilth its Four 
plager mode bePore 
Boom Bk has even 
arrived in the UK? 



0 the uninitiated, 
Hexen might sound 
like some mind- 
numbing war game based on six- 
sided shapes. But to those of you 
who ve played the game already or 
know a little about it, this is 
probably one of the games 
you're most looking forward 
to getting for your N64. 



With it's Doom style gameplay, choice 
of three player characters, and 
confirmed four player mode it sounds 
like a real blast! So what have GT 
Interactive got in store for us? Will it 
be as much of an improvement over 
previous versions as Doom 64 was? 
Will the four player battle 
mode be as dangerously 
addictive as those on 
Mario Kart 64 or 
Starfox 641 And most 
importantly — will it 
actually be any good? 

Oh Hex! 



Personally I've never enjoyed Hexen 
that much and to be honest the N64 
version doesn't look like it'll be much 
of an improvement over the PC and 
PlayStation versions. Admittedly we've 
only played an early code of this latest 
incarnation — but whereas the levels 
in Doom 64 were bigger and better 
than ever before, the Hexen levels 
appear to be identical in every way to 



those in earlier versions. In fact you'd 
be hard pushed to find anything new 
in Hexen 64 if you've previously played 
it on another system; the weapons, 
the monsters, the puzzles, and even to 
a certain extent, the graphics! 
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H E X E n 






.'. ;.ll5 

"Sw. 


110 morB jDKtss) 
about Pour play! 

Our cartridge doesn't include 
the four player mode which is 
obviously what most of us were 
waiting to see, but I'm certain 
that this will be Hexen 64's big 
selling point when it reaches the 
shops later this year — after all, 
killing your enemy with a mace 
or your bare hands 
will surely be at 
least as much fun as 
it is with a red shell 
or a banana skin! : 

Those of you that 
have played games 
like Hexen or Quake 
over the internet 
will know exactly 
what I'm talking 
about — lying in 
wait for your unsuspecting 
opponent and then launching an 
attack as they walk past has to 
be the second most satisfying 
game moment you'll ever 
experience. The most satisfying 
moment coming about five seconds 
later when you send a load of abuse 
down-the internet for your victim, 
who invariably either comes after you 


rd giue anything for a 
double barrel shotgun or a 
rocket launcher right now! 
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Start lileapon; Netal gloues (close). 
Diese lieauy duty glovesAnucJde 
dusters liave a uery short range but 
are quite powerful the fighter is also 
a bit of a pugilist apparently because 
punches can be let go at quite a speed. 


Extra lifeapon: Timan's axe (close). 

The axe is almost identical to the mace except that if you're in 
possession of enough mana the blade will glow blue and cause 
huge amounts of damage to any enemy it hits. 


Start Ufeapon: Hace (close). 
The mace is quite powerful but 
is fairly slow to use, this 
means that inbetween blows 
you need to be mouing away 
from the enemy so that they 
don't nip in with a quic)( hit. 


Extra Weapon: Serpent staff (projectile). 

This weapon is similar to the staff that the Hage starts the game 
with except that it loo](s better, fires two missiles instead of one, 
and is basically just more powerful. 


The Players 


maipi 


Start lileapon: ^tafl(projectile). 
I Despite the obuioifs advantages of 
I starting the ggme with a projectile 
$ttac)(, the staff is probably the 
weakest of the three start weapons 
and is very difficult to use when 
you're surrounded by monsters at close range. 


Extra Weapon: Frost shards (projectile). 

The frost shards do exactly what you would expect - freeze enemies 
so that they can then be hit again to shatter them into a million 
pieces. It all looks ver^ nice but doesn't seem very j^owerful. 



with guns blazing or leaves the game 
in search of a less uncouth crowd to 
play with. 

How well this will work when your 
victim is sat about six inches away 
from you and borrowing one of your 
control pads is difficult to say, but it's 
likely that Hexen 64 death matches 
could see an end to many lifelong 
friendships. Many people's main 
concern about multiplayer games of 
this type on the N64 is 
that tactics such as lying 
in wait with an itchy 
trigger finger will become 
obsolete, with all the 
players in the arena being 
able to see exactly what you're 
doing simply by looking at 
another corner of the TV 
screen. This is of course 
a valid point, although 
Mano Kart 64 and Starfox 
64 which use the same 
split screen mode for multiplayer 
games have pulled it off with near 
perfection — certainly none of the 
Total 64 team have ever complained 


during one of our many five to six hour 
sessions! If anything this feature 
should improve the gameplay in 
multiplayer battles, which in the past 
have often seen players spending ages 
wandering around looking 
for the enemy, who then 
kills them about ten 
minutes later as they 
walk past — surely not 
as much fun as if both 
players are moving around? 
Until we've had a go at the 
four player mode it's 
difficult to say whether 
or not it'll be enough to 
give Hexen 64 a higher 
score than the 92% we 
awarded Doom 64 in issue 3. Either 
way, it's sure to win over a lot of 
players — particularly those who 
haven't played either of these 
games before. 
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NINTENDO 64 


W Mario Kart, Top Gear Rally, Wave Race, 

^ Blast Corps, Mission: Impossible, Hexen 64, 

' ^ Killer Instinct Gold, Multi Racing, Mario 64, Q 

^ GoldenEye, Turok, Doom 64, StarFox 64, 

^ War Gods, Dark Rift 

^ • IMPORT SPECIALISTS 

Controllers, Memory cards, RGB leads, , . 

Transformers ^ 

^ WE SELL THEM... 

GUARANTEED 

MADEIRA GAMES NEXT DAY DELIVERY 






GUARANTEED 

NEXT DAY DELIVERY 


Lynn Road, Heacham, Norfolk PE31 7JF 

Tel: 01485 570256 0831 444041 anytime 

Email: STAINSBY@MSN.C0IVI 




I 



NINTENDO* 




PlayStation 


Tel: 01908 Tel: 0468 403341 Fax: 01908 640162 Email imports@aol.com 


IHiXsxa^l LrlE 


UlU; 




ONLY 

£169.99, 




IDoypad, 


240v Power Supply 


N64 Games US & JAP 

Mario 64 

Turok: Dinosaur Hunter 
Waverace 64 
Human Grand Prix 
War Gods 
Blade'n’Barrel 
Wild Choppers 


Shadows of the Empire 
GoGo Troublemakers 
Starfox 64 . 

Perfect Striker 
+ morej,;:^ ^ 

Rev 

Blast’^^ /\ ^ 


PSX Scart Lead £8.99 
N64 Pads (aii colours) £27.00 
N64 IMEG Memory Packs £17.99 
Jolt Pack £24.99 


Gecond Hand N6 
£20-^]^ 

Next Day delivlf^ 


Games Philips Biank CDR 

> (Box of 10) 

^^Pble ^ £45 i 

^Ngmffidapter (Plays UK, US & J| 
PlBpLAYSTATION CONVERSK 




' Only £29.99 Pre-wired with full fitting instrifltfp^t. 

(New version available now “Easiest eveif to fit”. Fitting Service Rerof^' 

WILD IMPORTS, P.O. Box 3503, Milton Ke yiW!g^MI^^3^ 

Open Mon-Sat 9.30-7pm. Visitors Welcome By Appointment Only. 


■'-vv 

Doctor V6^00%i|^t) 

N64jp|^1^l|f!%i|W 






























mORTRL KOmBHT TRILOBR RIORTRL KOmBRT TRILBBB 


The gorieet 
beat'^em^up ever 
is coming to a PRL 
sgstem near !Jou.| 
Get readg For a i 
big PinishI I 


m ortal Korn bat, in its 
various guises, has 
been one of the 
world's most talked 
about beat-'em-ups. 
imiH Some might say for all 
the wrong reasons. The 
I format, even when it 
I first appeared, was 
already a well established 
and familiar one, that 
was pioneered by the 
eternally popular Street 
Fighter 2 and its many 
revamps, and aped by a 
^ ' J thousand lesser pugilistic 

\ V I A range of 

^ ‘ ^ characters, each with 

their own set of unique moves 
plus a selection of universal kicks 
and punches, face off against one 
another in one-on-one bouts. 

Street Fighter was massively 
hyped, as I'm sure you'll remember. 
However its massive popularity 


was well earned due to the fact 
that behind all the hype and huge 
marketing sat a monster of a game, 
graphically (for the time at least) 
awesome and with more playability 
than a box full of TamogotchisI 

Mortal Kombat became nearly 
as famous, not simply due to the 
huge marketing campaign which 
accompanied it, or the fact it 
played so well (it didn't). 

Everybody remembers the big 
uproar from a few Mary Whitehouse 
types, trying to convince people 
the on 'gore' (if you can even 
call it that) and violence would 
turn our youngsters into a twisted 
generation of psycho axe murderers 
and serial killers. Speaking of 
which, when is someone going to 
shoot Tony off the Frosties cereal 
adverts? He grrrrates! Ha ha ha ha 
ha. Just my little jokey wokey. 

But anyway... 

The point I'm trying to make is 
that Mortal Kombat was never a 
particularly good game. It had 


4 The burning heat of the desert 
sands makes the /fATKillei Armpit 
move especially effective. 
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moRTfrt-K^mBi 


^ Round my uiay uiearing tights 
and putting a pan on youi head 
isn't considered hard. Come to 
think of it, neither are pyjamas. 


Special moves, 
special movies 




8 1 mortal Kombat 

fhe original Mortal Kombat 
[ilm, starring Christopher 
Lambert as Rayden, 
showed the abysmal Street 
Fighter: The Houie how 
well a game can be 
turned into a film with a 
of imagination. 
the 

moues 

including eueryone's 

Get ouer here! This represents the only time the 
/f/Tseries got one up on the Street Fighters 


A Just enough gore to offend 
our moral guardians. . 


■ mortal Kombat 
Hnnibilatlon 


novelty value, but that was about 
it. The sequel inevitably came, and 
improved upon the original — to 
be honest it would have been a 
bit difficult not to. More characters, 
more moves, loads of new fatalities 
and finishing moves and slightly 
more flowing gameplay. 

When MK3 arrived it was by 
far the most polished and best 
presented of the lot and for a 
while fooled a lot of people into 
thinking the series had finally 
come of age. Underneath all the 
new gloss and sheen however the 
heart of the original still beat. 
Gameplay was still too reliant on 
spedal moves rather than the 
counter-reaction, first introduced 
in SF2 and taken to new levels in 
next generation titles — most 
impressively in Namco's excellent 
PlayStation blockbusters Tekken 
and Tekken 2. 

Mortal Kombat Trilogy, as you've 
probably sussed already, crams 
everything into one package 
which'll have the hardcore M 

Kombateers dribbling over ^ 

their consoles the world over. 9 


The reason that so far I've been a 
tad unenthusiastic about the 
whole thing is that I've never 
taken to the games. The format 
has been surpassed and the once 
you've seen all special moves and 
finishes there isn't a lot left to 
hold the attention. 

However there are a lot of 
people out there still very much 
into the whole Mortal Kombat 
thing. Further interest will 
certainly be generated by the 
forthcoming sequel to the not- 
actually-half-bad-if-you-like-that- 
sort-of-thing Mortal Kombat 
movie, attractively titled Mortal 
Kombat Annihilation. 

Despite many gripes. Mortal 
Kombat Trilogy does have some 
points in its favour, namely its 
pick-up-and-playability. Unlike 
many recent beat-'em-ups, the 
basic moves are pretty easy to get 
to grips with, allowing even 


'Sis'' • 


Mortal Kombat Rnnihilation promises to be 
an even stronger, more exciting and action 
packed film 
outing, with 
a much bigger 
budget than 
the last flick 
and a new 
Rayden too, 

(James Remar) this one should be euen 
more exciting. Get ready for another 
round of 'spot the special move'! 


, i/ . -.hK, 


m lUhat lies beneath 

the tenifying skull mask 
and winged helmet of 
honor? Ginger freckles 
\ and a squint, that's 
what. 


A The curse of the Incredible Hulk 
hues on - being a muscular hardman 
costs you a fortune in new tops. 
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inexperienced players to join in 


and not get completely 


annihilated without getting a 


look in. It makes it an 


ideal choice for 


when a few 


mates come 


round of a 


case youll be 


A Nouj children, putting giant nails 


weekend 


at it for many 


through human heads is a bad idea 


especially with 


months. With 


or had you worked that out already? 


the vanous 


25 odd blokeys 


tag-team and 


to choose from. 


The N64 game is certainly the 
best of the next generation console 
versions, despite losing one or 
two frames of animation — this 


tournament modes. As 


A Ufhere does he come 
from? Uihat does he want? 
UJhy does he wear a country 
boy hat? Uihy is his shadow 
shaped like a potato? 


owcase 


mORTHL KOmBRT TRILOCy 


mORTHL KOmBHT TRILOGB 


▼ The temptation here is to ignore 
the smoky type action and say 
something puerile about wind. 


a one player game the long 
term prospects are limited, unless 


Kick's 

commeftt 

1 hdue to admit that I was 
never a fan of the NK 
series, even back in the 
days when 20 beat-'em-ups 
ruled the roost. Compared 
to StiBBtFiqhtei 2 
gameplay was disjointed, 
with the fighters having 
seemingly delayed 
reactions to your 
commands - not very 
satisfying llfith the advent 
of Uiitua FightBian^ the 
TBkkBii games. MK soon 
began to look very dated 
indeed - and nothing has 
changed here. 

This is just an attempt to 
cash in on the N64 market, 
which is devoid of good 


including the likes of 
Scorpion and Sub Zero, in 
both their original and more 


you're the kind of person who'll recent reincarnated MK2 and MK3 is more than made up for with fighting games at the 


actually sit down and master each forms, there's certainly no shortage the instant cart access. Perhaps moment. Save your pennies 


character individually — in which of candidates choose from. more importantly, Shao Kahn's for DBddBiRliuB. 



The Mortal Kombat character 
that never A made It! 


Ulere'hippy Buttery 

By day. mild mannered journalist Miles Guttery leads a mundane 
existence - spending most of his time scouring the Internet for 
'artistic' pictures. But by night, and with a few drinks inside him. 
Miles undergoes a hideous transformation - becoming the dreaded 
lUere-hippy of old Exeter town! 

fl distant relatiue of Baraka, Miles was expelled from the .ti; //■ 

Mortal Arim^aftournament after both sides mutually agreed 
that his 'Noisome Stench' and 'Flame Blower' special moues " “ 
(which inuolue Miles bending ouer with his trousers down, 
the latter with a match at the ready) were simply far too 
disgusting and deadly to be allowed in a popular 15 
certificate beat-'em-up. 


■ moves listing 

Feeble 1-2 combo: LP, HP (tap gently) 

Lame Kicks: LK, LK, HK (final hit as high 
as Miles' suppleness will allouj. . about 
waist height) 

Fatality 1: (Anywhere) B, D, U, LP. HK 

^ ■ ^ (Noisome Stench) 

. Fatality 2: (Close] U. D. U. HP. HK (Flame B(oujer) 

r W ■ # Brutality: HP. HP. LP. D. B. HK. IK. HP 

V ' - .f' Animality: (I. D. D. F. D (Skunk/Coui hybrid) 
g '■ Friendship: R. B. U. L (llir Freshener] 

^ Babality: F. B. HK. U 


Stage: B. B. HK 
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▼ Spitting disgusting stringy greenies on your opponents 
dress is b^th unsportsmanlike and unhygienic. 


J H transformations are instant 
I — unlike the PlayStation 
I and Saturn versions which 
I took up to three or four 
f seconds to load each one in. 
If you read our import 
review a couple of issues 
back, you can rest easy in the 
knowledge there's very little 
discernable difference in the 
1^ PAL version. As the situation 
B stands MK Trilogy is bound 
^to do decent business ^ 
on the N64, simply ^ . 

because of the lack 
of competition. 

Killer Instinct was |L 

really profoundly ^ Jfl 

disappointing and 

War Gods, though | 

offering more within 

its characters, is far from 

Kombot Ttilogy- 


(loh, urhata 
I louely tunnel! 
And tuould your 
friends like a nice 
cup of tea, dear? 


Name: HoitalKombatTillogii 

Publisher: flcclaim 

Deuelopei: Piobe 

Playeis: 1 to 2 

Price; tTBfl 

Released; June/Julg 

Game Type; Beat -'em-up 


Nevertheless, Nintendo 
have always been at the 
forefront when it comes to producing 
good beat-'em-ups, so surely it's only 
a matter of time before a new Street 
Fighter 2 emerges. Capcom always 
had a very fruitful partnership with 
Nintendo on the SNES and Nintendo's 
new, rather more 

B liber^ attitude to 
violence makes the 
prospect even more 
mouth-watering. In 
the meantime MK 
Trilogy will provide a 

limited and shallow 

If you're a committed 
fan of the latest 
beat-'em-ups you'll 
find it far too much like old hat but 
the countless MK die-hards out there 
can't go wrong. miles 


Hduen't you heard 
-3D's dll the rage 
nouiadays! 


Moody tunes and 
a selection of 
crunching spot FX 


▼ There, noui d'you see the mess 
you've made! Clean it up then go and 
sit in the nasty pit without any tea. 


Doesn't flour too 
uiell, as usual uiith 
Mgames 
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UnlliititBd Tries 
at the Ultimate 
Kombat Kode 

Do a 360 degree turn on the 
controller during the storyline. 
How? Simple — just use the 
analogue stick! 

Space^ 

Invaders 


On the Pit 1, when something 
flies across the moon, quickly 
press the Z button. The lucky 
winner of the match gets to play 
Space Invaders.,. 

Play Pong 

Play fifty Matches — select two 
player mode with one player to 
make this task much easier! 

Galaga 

Play one hundred Matches, again 
use two player. 

Text messages 

Message 1 448-844 
Message 2 122-221 

Character 

moves 


Key: 

D:=:DOWn 
F=Forward 
LP=Low Punch 
LKsLow Kick 
Hld=Hold 
R=>Run 


B^Back 
U==Up 

HPaHigh Punch 
HK=High Kick 
Rlse»Release ^ 
b=Block 


Play as Shao 
Kahn 

On the Pit 3 or the Rooftop 
stage, before the round starts, 
press and hold D+HP+LP. Shao 
Kahn will replace your character 
for this match only. 

Human BmoKe 
Kode 


Level select: Choose which level 
you want to battle on. This is 
very useful when you want to 
use your stage fatality. 

Throws: Now you can choose to 
turn throws on or off! 

Unlimited Run: Speaks for itself 
really — now your run bar never 
goes down. 


Select Cyber Smoke. Before the 
round starts, press and hold 
B+HP+HK+RU+BL. Human Smoke 
will now be yours to play. 

Secret Option? 

At the Storyline screen (the text 
running over the skeletons) 
press down C, B, A. Shao Kahn 
will say "Outstanding!". Now go 
to the options screen and choose 
the blue question mark. You will 
now be able to access all of the 
Secret Options which include the 
following: 


Bloody Kombat: Gore galore, or 
none on the floor! 

Human Smoke: Smoke becomes 
instantly selectable. 

Cbamalflon: Same as Smoke! 

■ IMPORTANT NOTE! — Remember 
that Chameleon randomly morphs 
between the other ninja fighters; 
Sub Zero, Scorpion, Rain, Ermac 
and Human Smoke, so make sure 
you have a pretty good idea of the 
moves, or you'll find yourself in a 
spot of bother. 


To Play ae 
motarof?] 


On the Kahn's Tower or the 
Wasteland stage, before the 
round starts, press and hold 
D+HP+LP. Shao Kahn will then 
instantly replace your character 
— but note, this lasts for this 
match only. 


Reverse 
Babality 

After preforming a 
Babality, but before the 
explosion. Hold HP-LP- 
LK-HK and the baby 
should return to normal 
and explode. 


WtMS 
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Kembat Moves 


Animality — (close) F, D, F, F, LK 
(Kitten) 

Friendship — B, D, B, B, HK 
(Pogo Stick) 

Babality — D, D, F, D, HK 
Stage — B, F, D, R 


Fatality 2 — (far) R, b, R, R, LK 
(Giant Stomp) 

Brutality — HP, HP, HP, b, LP, HP, 
HP, HP, b, b, HP 

Animality — (close) Hid LP F, F, D, 
F Rise LP (Lion) 

Friendship — LK, R, R, LK 
(Jump Rope) 

Babality — D, D, D, LK 
Stage — D, F, D, LP 


Finishers: 

Fatality 1 — (swee]^ D, U, D, D, D, 
b (Telecinetic Slam) 

Fatality 2 — (close) R, b, R, R, HK 
(Head Pop) 

Brutality — HP, HP, LP, b, HK, LK, 

b, HP, LP, LK, HK 

Animality — (one step away) 

F, F, B, B, HP (Frog) 

Friendship — F, F, F, HP 
(Magic Show) 

Babality — D, D, B, B, HP 
Stage — R, R, R, R, LK 


Moves: 

Fireball — (air or ground) 

Low Fireball — F, F, LP 
Dragon Kick — F, F, HK 
Bike Kick — Hid LK 
5 sec. Rise LK 
Red Bike Kick — 

Hid LK 5 sec B, F ^ 

Combos: * \ 

LK, LK, HK, LK \ 

HP, HP, b, LK, LK, HK, 

LK 

HP, HP, B+LP ‘ 

Finishers: j - 

V Fatality 1 ‘ 

(Anywhere) 

D. LK (Torch) 

Fatality 2 — (Anywhere) 
IK U, D, U, U, b+R (MKl Drop) 

^ ‘ Brutality — HP, LP, HP, b, LK, 
HK, HK, LK, HK, LP, HP 
/ I Animality — (1 step away) 

\ D, D, U (Dragon) 

J Friendship — R, R, R, D+R 
f (Shadow Puppet) 

E Babality — D, D, D, HK 
I Stage — R, b, b, LK 


Johnny Cage 


Bhao Khan 

Moves: ^ 

Hammer — B, F, HP 

Fireball — B, B, F, LP 

Pick Up and Slam — (close) F+LP 

Grab and Smack — F, F, HP 

Shoulder — D-F, LP 

Upwards Shoulder — D-F, HP 

Insulf — D, D, LK 

Laugh - D, D, HK 


High Ball — F-D-B, HP 
E Low Ball — B-D-F, LP 
■ Shadow Uppercut — 

Wk B, D, B, HP 
|H Green Shadow Kick — 
W B, F, LK 

jjm Red Shadow Kick — 
TO B, B, F, HK 
I Combos: 

■ HP, HP, LP, D+LP 
Ilk, LK, HK, LK, LK 
I Finishers: 

'Fatality 1 ~ (close) D, D, 
^ F, F, LP (Head Pop) 

E Fatality 2 — (close) D, 

D, F, F, LK (Back Breaker) 
Brutality - HP, LK, HK, LP, 
HP, HK, HK, HP, HP, LP, HP , 
Animality — (close) D, F, F, 
HK (Kangaroo) 

Friendship D, D, D, LK 
(Autographed photo) 

Babality - F, F, B, B, HK / 
Stage - D, B, F, F, HK ^ 


i^araka 


Moves: 

Spark — D-B, HP 

(keep tapping b and 

hold Back or ^ UjjUk 

Forward to move) 

Shredder— f ^ 

Swipe — B+HP I 

Combos: \ 

HP, HP, B+HP, 

F-t-HP 

HK, HK, B+HP, F+HP 
HK, HK, LK, B+HK 

Finishers: 

Fatality 1— (sweep) 

B, F, D, F, LP (Blade Lift) 

Fatality 2 — (sweep) 

B, B, B, B, HP (Head Pop) 

Brutality — HP, HP, HP, LP, LP, b, 
HK, HK, LK, LK, b 
Animality — (sweep) 

Hld-HP, F, B, D, F Rlse-HP (Porcupine) 
D, D, F, F, HK 


Net — B, B, LK 

Teleport — (air or ground) F-D, b 
Close Bomb — 

Hid LK B, B, HK 
Bomb — 

Hid LK F, F, HK 
■ Combos: 

HP, HP, HK, HP, HK, 

HK, HK, B+HK, HP, 

' * Finishers: 
^3tality 1 — 

1 , \ [a (Chopper) 

^ If Fatality 2— 

(Close) D, D, F, U, R 
f (Self Destruct) 

NJ|||k Brutality - 
HP, HK, HP, 

HK, HP, HK, 
HP, HK, LK, LP 
Animality — (Close) 

U, U, D, D (Shark) ^ 

Friendship — 

R, R, R, U (Dance) ' 

Babality - F, F, B, HP 
Stage — R, b, R 


Friendship 

(Present) 

Babality — F, F, F, HK 
Stage — LK, R, R, R, R 


Kitana 


I. Moves: j;/* 

^'^Boomerang — B, F, LP 
Upward Boomerang — 

B, F, HP 

Downward Boomerang - 

Returning Boomerang 

B, B, F, LP 

vJf Glow Kick — D, F, LK 
jP P rojectile Shield — 
pf T' n B, F, HK 

j Combos: 

HP, HP, D+LP, D+HP 
HK, HK, LK, B+HK 
MK HP, HP, D+LP, LK, HK, 
B+LK, B+HK . 

Finishers: S 

Fatality 1 — (close) £ 

R, R, R, b, R A 

(Staff Impale) jLj 

(close) ' W 

U, U, D, F, HP Wi 

(Shake 'n Bake) Kf 

Brutality — H f i 

HP, LK, HP, LP, HK, B \ 
HK, LK, b, b, HP, HK U 


Moves: 

Fan Toss — (air or ground) 

F, F, HP+LP M 

Fan Lift — B, B, B, HP 91 

Square Wave Punch — 

D, B, HP jf 

Combos: m 

HP, HP, B+HP, F+HP ’ ^ 

HK, HK, LK, B+HK 

Finishers: jjvF 

Fatality 1 — mmf 

jw (close) 

W R, R, b, b, LK # 

f (Kiss of Death) w 

k Fatality 2 — / 

r. (close) B, D, F, J 
|. F, HK ^ 

(Head Pop) 

: Ji Brutality — HP, HP, b, I 
Pf LK, b, HP, b, HP, b 
/* Animality — (one step) 
j D, D, D, R (Rabbit) 
i Friendship — D, B, F, F, LP 
i (Bubbles) 

A Babality — F, F, D, F, HK 
■ Stage - F, D, D, LK 


Missile — B, F, HP jmF 

2 Missiles — F, F, B, B, HP (W f 
Dash Punch — F, F, HK wD 
Gotcha Grab — F, F, LP 
^ (keep tapping LP) 

, Ground Pound — , * 

* ^ /| 

Back Breaker — 

b (close in 

^ Repeated Slams — 

/ \ Hi# Regular throw, tap HP 
^ Combos: 

■^7 HK, HK, D+HP, HP, b, LP, 

» } B+HP 

V I HP, HP, b, LP, B+HP 
HK, HK, B+HK 
Ov Finishers: 

Fatality 1 — (close) U, U 
D, F, U, b (Slice-n-Dice) 


Ermac 

Moves: 

Fireball — D-B, LP 
Teleport Punch — 

D, B, HP 

Lift - B, D, B, HK 

Combos: 

LK, LP 

HP, HP, B+LP, B+HK, B+LK 
HK, HK, LK, B+HK 
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naob Saibot 


^ Kano 

jj\ Wovcs: 

Knife Uppercut — 
D-F, HP 

w \ ‘ vUl 

Choke — D, F, LP 
' Air Throw ~ 

, t (close in air) b 

u Cannonball — Hid LK 
. ► t 3 sec, Rise LK 

* Upwards 

I Cannonball — 

F, D, F, HK 
Psycho 

Cannonball — 

F, D, F, LK 

Combos; 

HK, HK, LK, B+HK 
HP, HP, D+LP, D+HP 
HP, HP, HK, LK, B+HK 

Finishers: 

Fatality 1 — (sweep) 

LP, b, b, HK (Eye Beam) 

Fatality 2 — (close) 

Hid LP F, D, D, F Rise LP (Skel. Pull) 
Brutality — HP, LP, b, LP, HP, b, 
HK, LK, b, HK, LK 
Animality — (close) 

Hid HP b, b, b Rise HP (Tarantula) 
Friendship — LK, R, R, HK 
(Bubble Gum) 

Babality — F, F, D, D, LK 
Stage — U, U, B, LK ^ 


Combos: | 

LK, LK, B+HK J 

HP, LP, HP, LP, LK, LK, M 
B+HK ^ 

Finishers: 

Fatality 1 — m j 

(1 step away) F, F, B, | 
D, HP (Body Separation) 1 
Fatality 2 — (Anywhere) ! 
R, b, R, b, D (Spin Kill) 
Brutality — HP, LP, LK, HK, 
b, HP, LP, LK, HK, b, HP 
Animality — (close) 

R, R, R, R, b (Leopard) 
Friendship — (far) 

R, LP, R, LK (Fetch with Dog) 
Babality — D, F, F, HP 
Stage — D, D, F, F, LK 


jMk A^rutality- 

^ HP, HP, LK, 

^K^U^LK, LK, HK, LP, 

LP, b 

Animality — (out 
m of sweep) D, F, D, 

Y HK (Electric Eel) 

I Friendship — D 

■ B, F, HK (Kid 

Thunder) 

Babality — D, D, U, HK 
Stage — D, D, D, HP 


ml Moves: 

W Fireball — D-F, LP 

Teleport Throw — D, U 
Self Projectile — F, F, HP 
Combos: 

P HP, HP, LP, HK 
LK, LK, LK, LK 
Finishers: 

Fatality 1 —- (sweep) 

B, B, F, F, HK (Ball Spin) 
Fatality 2 — (close) 

D, D, U, R (Multiple Drop) 
i Brutality - - HP, LK, LP, b, 
^LK, HK, HP, LP, b, LK, HK 
Animality — (close) 

B, F, B, F, HK (Anteater) ^ 
Friendship — 

F, F, B, HP (Bowling) } 

Babality - 0, F. F, ^ ' 

> Stage — F, D, F, b j 


Reptile 

2k Moves: A 

RrVspit-F.F.HP'J 

Fast Forceball ^ j 

F, F, HP+LP 

.Slow Forceball — fl||| 

/V B, B, HP+LP /M 

' Y Slide - B+LP+b+LK 
Invisibility — 

/ j^ U, D, HK t 

Run and Elbow — 4 > 

^I F, LK ,# 

Combos: f 

HK, HK, B+HK - - 

HP, HP, D+LP 
Finishers: 

Fatality 1 — (1 step away) 

F, F, U, U, HK (Acid Spit-n-Melt) 
Fatality 2 — (jump) B, F, D, b 
(Lunch) 

Brutality — HP, b, HK, HK, b, HP, 
LP, LK, LK, b, HP 
Animality — D, D, 0, U, HK 
(Monkey) 

Friendship — (close) D, F, F, F, R 
(Snake in the Box) 

Babality — F, F, B, D, LK 
i Stage — b, R, b, b 


mileena 


^ Moves: 

^Fireball — D-F, HP 
A Special 
V Roundhouse — 

I 

Lightning — B, B, HP 
^ Combos: 
l^HP, HP, LP, HP 

HK, HK, LK, HK, B+HK 

Finishers: 

^ Fatality 1 — (close) 
" F, F, D, HP 
(Upside Landing Uppercut) 
Fatality 2 — (out of sweep) 

D, D, B, F, HK 
(Multiple Lightning) 

Brutality — HP, HP, b, 

LK, HK, b, LK, HK, b, 

HP, LP Cf 

Animality — i 

(just inside sweep) 

D, F, D, HK (Elephant) / /I 
Friendship — D, F, F, J ^ j 
F, LP (Spring Garden) 

Babality — F, B, B, HP 


Kabal 


Moves: VI 

Spin — B, F, LK 
Fireball — (air or 
ground) B, B, HP 
Ground Blade — 1 

B, B, B, R 1 

Combos: I 

LK, LK, HP, HP, D+HP f rW 

LK, LK, HP, HP, D+LP, 

D+HP dn 

LK, LK, HP, HP, HK, B+HK W 

LK, LK, HK, B+HK 

Finishers: 

Fatality 1 — (close) 

R, b, R, R, HK (Soul Scream) 
Fatality 2 — (outside sweep) 

D, D, B, F, b (Blow Up) 

Brutality — HP, b, LK, LK, LK, 
HK, LP, LP, LP, HP, LP 
Animality — (close) Hid HP F, F, 
D, F Rise HP (Rhino Skeleton) 
Friendship — R, LK, R, R, U 
(Marshmallow) 

Babality — R, R, LK 
Stage — b, b, HK 


Scorpion 

Moves: 

\spear — B, B, LP 
? Teleport Punch — ^ M 

0^ D, B, HP 

Flying Punch — 

M B, F, HP ' 

w Air Throw — 

(air close) b 

Combos: 

HP, HP, U+LP m 

HK, HK, LK, LK T* ■ 

HP, HP, HK, B+HK f | / \ 

Finishers: 

Fatality 1 — Jh 

(out side sweep) 

F, F, F, B, LP f/f 

(Hand From Hell) ' 

Fatality 2 — 

(jump) D, D, U, HK (Toasty) 
Brutality — HP, HP, b, HK, HK, LK, 
HK, HP, HP, LP, HP 
Animality — (close) F, U, U, HK 
(Penguin) 

Friendship — (close) B, F, F, B, LK 
(Skull in the Box) 

Babality — D, B, B, F, HP 
Stage — F, U, U, LP 


^nightujolF 

Moves: 

Arrow — D-B, LP 
Hatchet Uppercut — 

D, F, HP 

Reflect Glow — B, B, B, HK 
Shoulder — F, F, LK 
Red Shoulder — B, B, F, HK 

Combos: 

LK, HP, HP, LP, Hatchet Uppercut 
HK, HK, B+HK 
HK, HP, HP, LP, HK 

Finishers: 

Fatality 1 — (Close) d 

U, U, B, F, b (Beam Me Up) g 
Fatality 2 — (Jump) M 

B, B, D, HP (Lightning Shock) 
Brutality — HP, HP, HK, H 

LK, LK, b, b, LP, LP, HP, HK ^ 
Animality — (close) || 

F, F, D, D (Wolf) 

Friendship — R, R, R, D fi 

(Rayden Morph and MK2 Drop)^ 
Babality — F, B, F, B, LP Mi 
Stage — R, R, b I 


Rayden 


Moves: 

Lightning — D-F, LP 
Reverse Lightning — D, B, LP 
Superman — (air or ground) B, B,F 
Shocker — (close) 

Hid HP 3 sec. Rise 
yf "vTeleport — D, U 
Combos: 

HP, HP, LP, LP 
HK, HK, LK, B+HK 
iWftA HP, HP, LP, F+HP 
Finishers: 

|H|||k2 Fatality 1 — (close) Hid 
HP 8 sec. Rise 
(Uppercut explode) 

Fatality 2 — (close) 

IP Hid LK 3 sec. Rise 
Ull (when Rayden grabs, 

press LK + b like mad!) 


Moves: 

Hat Toss — B, F, LP 
Dive Kick — (air) D+HK 
Spin — F, D, F, R (now you can 
move forward or back) 

Teleport — D, U 
1 Pass Teleport — D, D, U 
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Shang 

Teung 


Moves: 

1 Fireball - B, B, HP 

2 Fireljalls — B, B, F, HP 

3 Firebit^ - B, B, F, F, HP 
Ground Fireballs — 

F, B, B, LK 

Combos: 

HK, HP, HP,LP, B+HK 
HK, HK, B+HK 

Finishers: 

Fatality 1 — (Close) 

Hid LP D, F, F, D Rise LP 
(Body Slam into Spikes) 

Fatality 2 — (Close) 

Hid LP R, b, R, b Rise LP (Soul Lift) 
Brutality — HP, b, b, b, LK, HP, LP, 
LP, b, b, b 

Animality — (Sweep) 

Hid HP R, R, R Rise (Snake) 
Friendship — LK, R, R, D (Joust) 
Babality — R, R, R, LK 
Stage — U, U, B, LP 


Bektor 

Moves: 

1 Missile — F, F, L 

2 Missiles — B, B, F, LP 
Homing Missile — F-O-B, HP 
Teleport Uppercut — 

(air or ground) F, F, LK 
Combos: 

HP, HP, HK, HK, B+HK 
HK, HK 
HP, HP, D+HP 
Finishers: 

Fatality 1 — 

(2 steps away) 

LP, R, R, b 
(Compacter) 

Fatality 2 — (Jump) 

F, F, F, B, b 
(Flame Thrower) 

Brutality — HP, HP, b, b 
HK, HK, LK, LK, LP, LP 
LP, HP, b 

Animality — (close) 

F, F, D, U (Bat) 

Friendship — 

(Past Sweep) 

R, R, R, D (Strength Test) 
Babality — B, D, D, D, HK 
Stage — R, R, R, 




, HK, LK, B+HK 

Finishers: 

Fa^iity 1 — (close) 
Hid HK B. F, F Rise 
HK (Pound^lteound) 
Fatality 2 — (cfese) 

F, D, D, F, LP (Skin Pull) 
Brutality - HP, LP, b, LK, 
HK, b, HK, LK, b, LP, HP 
Animality ~ (close) 

R, b, b, b, b (Scorpion) 
Friendship — F, F, D, F, 
(pause) HP (Plate Spin) 

Babality — D, D, D, B, HK 
Stage — D, F, D, F, LP 

Sindel 

Moves: 

Fireball - F, F, LP 
2 Fireballs — 

B, B, F, LP 
Air Fireball — 

D, F, LK 

Fly — B, B, F, HK 
Scream — F, F, F, HP 
Combos: 

HK, HP, HP, D+HP 
HK, HP, HP, LP, B+HK = 

Finishers: 

Fatality 1 — 

(1 step) 

R, R, b, R, b (Hair Spin) 

Fatality 2 — (close) 

R, b, b, R+b (Scream) 

Brutality — HP, b, LK, b, 

. / ^ LK, HK, b, HK, LK, b, HK, 
LK, b, LP 

Animality — (close) 
v F, U, U, HP (Wasp) 
i Friendship — 

R, R, R, R, R, U 
imf (Field Goal) 

•JH' Babality — R, R, R, U 
Stage — D, D, D, LP 


D 


Sheeva 

Moves: 
Fireball — 
D-F, HP 
Teleport 
Stomp — 
D, U 
Ground 
Pound 
B, D, B, HK 
Combos: 

HP, HP, LP, HK, HK, 

LK, B+HK 

HP, HP, LP, F+HP 


Songa 


Moves: 

Ring Toss — 

D, F, LP 
Leg Grab — 

D+LP+BL 

Square Wave Punch — 

F, B, HP 

Upward Bike Kick — 

B, B, D, HK 
Combos: 

HP, HP, U+LP 
HP, HP, LP, B+LP 
HK, HK, B+HK 
HK, HK, HP, HP, LP, 

B+HP 
Finishers: 

Fatality 1 — ^ 

(anywhere) B, F, Jm 
D, D, R (Squash) W 
Fatality 2 — (far) 

Hid R+b U, U, B, D Rise R+b 
(Kiss of Death) 

Brutality: HP, LK, BL, HP, LK, BL 
HP, LP, BL, HK, LK 


Animality — (close) 

Hid LP B, F, D, F Rise LP (Hawk) 
Friendship — B, F, B, D, R 
(Flowers) 

Babality — D, D, F, LK 
Stage — F, F, D, HP 

Smoke [Human] 

Moves: 

Spear — B, B, LP 
Teleport Punch — 

D-B, HP 
Air Throw — 

(air close) b 
Combos: 

LK, LP 

HP, HP, HK, B+HK 
HK, HK, LK, 

B+HK 

HP, HP, U+LP 
Finishers 

Fatality 1 - 

(Jump) 

F, F, B, R 
(Inviso Beat) 

Fatality 2 — 

(1/2 screen) 

R, b, R, R, HK 
(Head Pop) 

Brutality — HP, HP, b, LK, HK, 
HP, HK, HP, HK, LP, LK 
Animality — (one step away) 

F, F, F, B+HK (Porcupine) 

Friendship — D, F, F, F, R 
(No Smoking) 

Babality — 

D, B, B, F, HP 
Stage — F, U, U, LP 

Smoke 
[Cyber] 

Moves: 

Spear — B, B, LP 
Teleport Uppercut 
(air or ground) F, F 
Air Throw — 
b (close in air) 

Invisibility — 

U, U, R 

Combos: 

HP, HP, 

HP, 


0 


HK, LP 


_ 1 - (far) 

U, U, F, D (Planet Destruct) 
Fatality 2 — (Sweep) 

Hid b+R D, D, F, U Rise 
b+R (Bomb Pill) 

Brutality — HP, LK, 

LK, HK, b, b, LP, LP, 

HP, HP, b, b 
Animality — 

(Out of sweep) 
in D, F, F, b (Bull) 
Friendship — (far) 

R, R, R, HK (Horn) 

Babality — 

D, D, B, B, HK 
Stage - F, F, D, LK 


Strgker 

Moves: 

Trip — F, B, LP 
Toss — F, F, HK 
Gun — B, F, HP 
Low Grenade — 

D, B, LP 

2 Low Grenade — 

F, D, B, LP 
High Grenade — D, B, HP 
2 High Grenade — 

F, D, B, LP V 

Combos: / ; 

HK, HP, HP, 

D+LP 

HK, HK, B+HK 

Finishers: 

Fatality 1 — (close) 

D, F, D, F,b (Bomb) 

Fatality 2 — (far) 

F, F, F, LK (Tazer) 

Brutality — HP, LP, HK, LK, HP, 
LP, LK, HK, HP, LK, LK 
Animality — (2 steps away) 

■, R, R, b (T-Rex) 

Friendship — 

LP, R, R, LP 
(Cross Guard) 

Babality — 

D, F, F, B, HP 
Stage — F, U, U, HK 

SuO-Zoro 

Moves: 

Freeze — D-F, LP 
Slide — B+LP+b+LK 

Ground Freeze — 

D-B, LK 

Combos: 

B+LK, B+HK, ■ 

F+HK 

HP, HP, B+LK, B+HK, F+HK 
HP, HP, D+LP, D+HP 

Finishers: 

Fatality 1 — (close) D, D, D, F, HP 
(Head Rip — Censored) 

Fatality 2 — (close) 

D, F, F, F, HP (Ice Pick) 

Brutality — HP, LP, HP, b, LK, 
LK, HK, HK, LP, HP, LP 
Animality — 

Friendship — 

Babality — D, F, F, HK 
Stage - F, D, F, F, HP 


motaro 


Moves: 

Fireball — F-D-B, HP 
Toss — (close) F+LP 
Sweep — B+LK 
Grab and Smack — 
F, F, LP 

Teleport — D, U 
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Employees of Rapide Publishing and participating companies are strictly 
forbidden from entering. The editor's decision is final. Winners names will 
appear in a future issue of Total 64. 


So you're aPter a copy oF Turak^Wl UJell uie’ve yot Five 
copiee For you to min, courtesy oF iTIadeira Games ' check 

out their ad on paye 19. 




All you need to do to stand a chance of winning is 
^ answer the following question before August 8th: 




iRhino r. Vogue 
Spartacus 


Hunter 


Closing Date: Hugust Btli 1BB7 


H ^ Send your answer on the back oF a postcard or 
^ a sealed down envelope to: 

1 Want to Rock Comp/ Tom 6M. Rapide Publishing. 

1 Roman Court, MB new north Road. Exeter. EXM MER 
RItematively you can email your entries at: 
totalBM@rapide.co.uk 









Ross ‘Ooh 
He's craBhed 
Grant 


1. Mario Kart 64 

2. lifaue Race 64 

3. Turok: Dinosaur 
Hunter 

4. Mario 64 

5. Pilot Ufings 

Poo 6amo: Shadows 
of the Empire 


ai-ioo*^ 


These are 
the cream 
of the crop, 
any H64 

owner that doesn't own at least one of these doesn't yet realise the 
power of their own console! Sometime in the near future, games this 
good will receiue a special Tom 64 award - your guarantee of 
excellence! 


81 - 00 % 


How we're getting somewhere! 
These games are the reason 
you bought your H64, they're 
playable, they look good, and you're not going to be bored of them in a 
few weeks. The only reason these won't haue scored higher will be 
because there's another similar game that we prefer, or because the 

just lacks that special something that seperates an extremely good 


game, 

game from the games that no H64 owner should be without 


71 - 80 % 


Bit of a 'sitting on the fence' 
score to be honest. It's likely 
that games in this category 
will haue had us all thrashing out our opinions in a heated discussion 
Differences of opinion in the team are good for our reuiews, but are 
going to mean that some of you will like it, some of you won't. 


Hlloijj US to guide you and your money 
through the treacherous land oP 
games purchasing, there be monstersi 


^ falling into this 

^ I category is probably best 

auoided. The game might haue 
some redeeming features, or one of the reuiewers really likes it, but for 
the most part these games are going to be an acquired taste at best, fl 
definite game to 'try before you buy'. 


f you've ever taken a brand new 
game home and been horribly 
disappointed with your purchase 
you'll realise the importance of 
reviews that you can trust — that's 
where we come in, with our brutally 
honest review policy and scoring 
method you can be sure that if a game 
receives a high score, it's earned it. 


111 - 00 % 


UJe'ue had a couple of games 
fall into this category, which 
hopefully none of you will 
haue been foolish enough to buy. These games might look nice on the 
box, but will haue you considering suicide half an hour after you part 
with your hard earned cash to get them. If you really like the look of 
them then check out our second opinions, but it's most likely that we'll 
haue agreed on a score this bad. 


2 i-ka% 


These games howeuer, might 
make it into the shops at some 
point. Hone of the games 
we'ue reuiewed yet haue been bad enough to receiue this low a score, 
which when you consider St. Andrews Golf and Cruis'n ^5!^should make 
you realise just how bad a game needs to be to fall into this category. 


With the lack of new titles this month 
it's not surprising that there haven't 
been any major changes to the charts — 
If you'd like your top 5 games to appear 
alongside those of the Total 64 team 
then send us a photo of yourself along 
with your nominations and we'll print 
one or two every month. Ross was the 
only reader who did this month - and 
there he is...in all his glory? 


0 ^^ If a game this bad is ever released 

^ then questions will definitely need to 

be asked about Nintendo's quality 

control. To be honest you're unlikely to EUER see a game getting a percentage 
this low unless some bright spark in Japan decides to release a compilation of 
their favourite ZK81 classics. 


mark ‘Street 

Hawk' 

RyehFord 


nick ‘HO nick 
name' Jones 

[-] 1. Starfox 64 
141 2. Mario Kart 64 
l-n.lSS Soccer 64 
121 4. Doom 64 
IRl 5. Mario 64 


ChriB Hll 
the moveB 
marke 


Justin 

mcCfoud 

Calvert 


miles ‘Outta 
Gas’ Buttery 

l-J 1. ISS Soccer 64 
f-J 2. Starfox 64 
f-I 3. Mario 64 
tS) 4. IDdue Race 64 
14) 5. Pilot UJings 64 
Donnington Security.- 
Shadows of the 
Empire 


(-11. Starfox 64 
1-12. Turok. 
Dinosaur Hunter 
(-1 3. Mario Kart 64 
(-1 4. Pilot Ulings 64 
1-15. Doom 64 


1-) 1. ISS Soccer 64 
M 2. Starfox 64 
fS) 3. Mario Kart 64 
C-) 4. Itfaue Race 64 
IH) 5. Turok: 
Dinosaur Hunter 
Brush off:; 

Cruis'n USfl 


(-11. Starfox 64 
(-1 2. Ulaue Race 64 
(5) 3. ISS Soccer 
(-1 4. Mario 64 
(3) 5. Doom 64 


Slippy: Shadows of 
the Empire 


Squits 
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One oP the best loved 
sriEB gaiTiBB getB the 
HBk treatment but mill 
it be a marthmbile 
update, or a quick ^ 
caBb'in on the back « 
oF tbe orlginaro ^ 

high reputation? ^ 


hoever invented 
the original Mario 
Kart should rightly H 
be considered a ^ 
and be rewarded 


round on a small go-kart blasting our 
mates (and being blasted ourselves) 
with the infamous 'red shell' and other 
such projectiles. It's quite simple: if 
you owned a SNES, or if one of your 
friends owned a SNES, then you will 


genius 

with a large bronze statue... or by the 
delightful sound of children laughing... 
or we could even give him his own 
glow in the dark 'soap-on-a-rope' for 
his troubles. 

No, none of these gifts would do 
justice to Mr Miyamoto for the hours 
and hours that I, and many millions 
just like me, have spent whizzing 




A Maiio decides on a game of chicken with 
a 5Q-ton locomotive. Ho prizes for guessing 
the outcome of this contest! 


/*///> 


mRtO MCiWAY 
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ipetii 


\ Hario's little dinosaur 
friend is HOT appearing 
■"'^in the neui Jurrasic 
Msf^^rk mouie, mainly due 
to the fact that he is 
going on holiday to 
UJoolUoo land uiith the 
[ urife and kids. His kart is 
similar to that ^ 
of Princess 
Toadstool. ^7 


^ - The main man. lUhy? 

Because the game 
is named 
him of course. 
This is how 

X he likes 

unwind when 
r he's not rescuing 

fair maidens from the 
clutches of the euil Bowser. A good all 
round character and a louely bloke. 


Ho jokes about women driuers 
please, this girl is no Penelope 
Pitstop - you won't catch her 
using the rear uiew mirror to 
touch up her make-up. 

Instead, she'll use it to reflect 
the Sun's rays straight into 
your euil heart! Her kart ^ 

has good acceleration but ^ 

sadly only pretty m 

auerage speed. I 


Boiuser 


He's one mean mutha 
hjto and he's always after that 
Qk poor Mario guy. lilhy 
can't they all be friends 
« and line 'happy euer after' in 
^ house together in Brighton? 
|C .. His kart is uery fast but 
has bad acceleration. 




have played this game and been sucked 
into the world of whacky go-karts driven 
by the crazy characters from the Mario 
games. Such was its popularity that the 
game was rarely out of the SNES charts 
even years after its release, and has 
sold more than 2.5 million cartridges 
world-wide. It was one of those triumphs 
of gameplay over graphics (not that 
the graphics were especially shabby or 
anything) that Nintendo are renowned 
for, and will remain a classic to anyone 
who came in contact with it 
— in fact it's difficult 
to overstate the 
brilliance of 


A llfhich way now? Does 
Mario go for the power ups 
or take the crafty short cut 
like the sneaky little 
plumber man that he is? 


this game. Many have tried to emulate 
the simple gameplay, the complete and 
utter addictiveness of it all and have 
failed miserably. Even now, in an age 
where we are deep into the realms of 
'next generation' consoles, this is still, 
arguably, the best multi-player game ever. 

And so, with the announcement of 
Nintendo's 64-bit monster came a small 
squeaky voice from the 


back of the room, and it said: 'Will 
Mario Kart be coming out on the N64?' 
And the men in control of such things 
said, 'yes', and a great cheer was let 
out by everyone (apart from a small 
squeaky 'yelp' from the back of the 
room — but no one seemed to notice). 
Ever since that day we have all been 
counting the very hours, nay minutes, 
until release. And now it is here I am 
very happy indeed. 


Smart Karts 


The idea behind Mario Kart is a 
simple one; take your basic 
racing game, add the characters 
from the Super Mario games, 
the ability to use special 
weapons, shake the ingredients 
up in a flask marked 'fun' and 
pour them into the slot on 
top of your console... et 
voila! What you have is a 
cocktail that positively reeks 
of sugar and spice and all 
things nice. 


James 


' Hauing been a 
! massive fan of the 
original SHES 
version, I was quite 
litterally foaming at 
the mouth at the 
prospect of a version 
for my spanking H64. 
L At first my hopes 
were somewhat 
^ dashed: the visuals 
didn't appear to 
' have been upgraded 
to any great lengths 
and the whole thing 
i seemed to lack the 
\ knuckle whitening | 
I speed. Yet with 
; further play these 
I little flaws can be j 
i forgiven, as Nano ] 
' Kart 64 is still Mario 
KartanA thus ] 
^ worryingly j 
addictive and totally] 
brilliant. An j 
I essential purchase. J 













































Is he Hario's arch-iiual oi 
maybe his alter-ego? 
Ufhateuer or uihoeuer he 
is, he has got the best 
_ ^ laugh in the game. 
He goes, 'Ulaa 
ha ha' and I 
loue it. He's 
got a fast 
^ car but his 
steering is 
a little bit 
too tricky 
for some. 


fliiniceii 


UJaria 


Taad 


UJhy is he called Toad? He doesn't 
look like a frog, he looks like a 
I mushroom. UJhat's that? Ohh... 

^ TOADstool - silly me. His kart 
is sloui and he gets squashed 
a lot. Don't be Toad. 


Kong 

i^is blo^e 

ttSnkey and^e liin 
iibausftJkbLkfoks^iftitftt 


i 






What you get is two games for the 
price of one. The first is the one-player 
game, where you compete against the 
computer controlled characters in a 
series of grand prix type races around 
increasingly difficult courses — you 
know the sort of thing: twelve points 
for a win, ten points for second place 
etc. But you have to finish in the top 
four of each race in order to progress 
to the next course. 

You get to choose from eight 
characters, each of which has their 
good and bad points, some have good 
acceleration but low top speed, others 
have good top speed but bad handling. 
You decide. The characters are Mario, 
Luigi, Princess Toadstool, Bowser, 
Donkey Kong, Toad (Mushroom Boy), 
Yoshi and Mario's arch enemy, Wario. 

You can race in three different 
classes as you become more and more 
experienced: 50cc for beginners, lOOcc 
for intermediate and 150cc for the 
experts amongst you. The 'cc' refers to 
the engine size of your kart, but as 




WW 
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A Ufelcome to the arena of mud and 
mayhem, where anything is possible! 




Dirty TacticB 


But it's not just a case of driving 
round in the quickest time possible... 
oh no, you have your opponents to 
contend with as well. They will do 
anything to prevent you from winning 
and they each have their own unique 


pecial 


weapon 


put 


stop 


your 


chase to glory. For 
example, Donkey Kong has 
bananas for you to slip up on and the 
Princess Toadstool has her poisonous 
mushrooms, that will cause you to 
shrink if you collide with one. And you 
will also have to contend with many 
on-course obstacles: sliding penguins, 
monkeys throwing coconuts at you and 


A Ice and snow here we go, 
driving karts with Ma-ri-oi 
Even though the winds do blow, 
super drivin' steals the show! 


well 


the 


faster 


i getting ■ 
enemies get a lot nastier as well (you 
have been warned). 

The courses are divided up into 
'cups'. These are the Mushroom Cup, 
the Flower Cup, the Star Cup and the 
Special Cup and each of the cups 
features four courses. Let me do 
my maths... that's sixteen 
courses in all. However, if 
you can achieve a gold 
cup at 150cc in all of 
the cups, then you get 
to race the courses in 
reverse — and I think 
that the programmers had 
this in mind when they made 
them because they play a lot 
better the other way around. 
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ccirnneftt 

Out Japanese copy of 
this was beginning to 
gather dust in the 
cupboard as we 
shunned it in fauour of 
more recent releases. 

But when the UK 
uersion arriued in the 
office, it reuitalised 
our interest in this top 
title and we'ue been 
playing it with four 
pads euer since! This 
game is exactly what 
the UK needs - a superb 
multiplayer experience 
to keep us all occupied 
while we wait for 
some more games to 
come out ouer here. 
.This'll keep you going, 
until Xmas and beyond! 


S 


the evil kart-crushing Twomps to name 
but a few. 

It's not all bad news though, as 
you have been given your own power 
ups to play with as well, and these 
can be accessed by driving through 
one of the rotating cubes that are 
placed strategically around the courses. 

All the old favourites from the 
original are here: the red homing shells 
— the green (not homing) shells and 
the mushroom speed burst — but they 
have been adapted: the red shells 
aren't guite as powerful, but it is 
possible to get three of them at once 
and they rotate around your kart until 


you are ready to 
unleash them. 
While the shells 
are there they also 
act as a barrier 
against enemy 
attacks. A few 
new power ups 
have been added 
as well to make 
things a bit more interesting. For 
example there is now a purple, spiked 
shell that, once released, will automat¬ 
ically hunt down the race leader and 
blast them clean off the track. 

The tracks have been 
considerably improved 
over the original's 
flat, Mode-7 affairs. 

As you might 
expect, the 
N64's power 


has been put to good use — the tracks 
are longer, featuring the usual hills and 
tunnels you would expect from any 
deserving racing game. But there's more: 
the majority of courses feature a great 
variety in both scenery, and what you 
might call 'racing environment'. From 
the dirt track (speedway style) to the 
ice world, from Bowser's castle 
to the beach — no two are 
the same and they 
all have their 
own different 
surfaces for 
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A There are loads of options, 
which should see you playing 
Mario Kartim ages and ages. 



you to contend with. There is even a 
race on a road, complete with giant 
buses and cars which will squash you 
underneath their tyres if you drive too 
close, and there are a couple of races 
where you get a choice of routes to 
take (this can make for a confusing 
race initially). 

There is a problem however; race 
them in one-player mode and the game 
moves along as smoothly as Slippy the 
snake wearing his best purple silk 
pyjamas, but plug in another controller 
to race against a friend and the game 
slows down considerably, plug in yet 
another controller and it slows down 
even further... you get the picture. This 
can be excused though and is quickly 
forgotten when you're involved in 
trying to get the advantage over one 



▼ Mario takes the chequered flag but the 
crowd are more interested in making milk. 


▼ Euen though he's a monkey the bunch of 
bananas are not for eating, they're for YOU! 





TV70 




of your mates, as you craftily line up 
one of those red homing shells. 


multi-'inankByB 


The slow-down is actually a real shame, 
because the multiplayer option is where 
the game comes into its own. A two 
player grand prix can be fun, but a 
four-player battle mode is an absolute 
riot! The battle mode is the second 
part of the game and is where Mono 
Kart is at its best. You get a 


choice of four arenas to 
'fight' in and the idea is 
to hit your opponent(s) 
three times in order 
to win. The hits are 
neatly represented 
by three floating 
balloons tied to the 
back of your kart — 
each time you are hit 
one of the balloons is 
released in to the sky. 

In the original Mario 
Kart the levels were flat, but 
here we are treated to multi-levelled, 
giant arena type affairs and this adds 
an extra dimension to the proceedings. 
Two player battle mode on the SNES 
was great, but playing the four-player 
battle mode on the N64 is even better. 

The whole experience can really get 
incredibly intense, with 'random' green 
shells flying all over the place, someone 
with an invincibility star bearing down 
on you and the stress of trying to 


A Four player 
battle mode is 


excellent. Sta 
by for action! 


avoid all the slippery banana skins 
which are strewn all over the course 
all happening at the same time. Phew! 
It's worth buying the game for this 
reason alone. 

At this point I have to say that if 
you are expecting any huge changes to 
the original, then you will be sorely 
disappointed; I know that we were 
when the game first came into the 
office. I don't know exactly what it is 
that we wanted from this game — 
something along lines of the huge 
improvement from Super Mario 
World to Mario 64 I guess, 
but if you think about it 
that's not the idea behind 
Mario Kart 64 —the game 
does not set out to be 
revolutionary in its 
gameplay, it goes for fun 
and that is what it does 
manage to achieve; fun by 
the bucketload. 

Anyway, after our original 
disappointment, we played the 
game a bit more and soon discovered 
the joys of four-player battle mode 
and quickly warmed to the idea of 
Mano Kart on the N64. It was almost 
like having an old friend over for 
dinner. Ahhhh. 

There have been changes — albeit 
small ones — but in all the right 
places and this goes to show that the 
original was so good it didn't need to 
be improved (much). Hey, if it isn't 
broke, don't fix it. HICK 
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A Beat-'em-ups - you just louG 
'GUI don't you! 


B Btill my child, or I'll rip 
your heart out and eat 

it_hany on that uiasn't 

in the biblel 


eat-'em-ups; either love 'em or 
hate 'em you can't deny the 
blatant fact that this genre 
remains one of the most 
popular in both the video 
arcade and the home systems. So it would seem logical that 
the mighty N64 should already have had a number of 
fighting games under its belt, but strangely the answer is a 
baffling 'no'! Stranger still is that with the N64's powerful 
3D graphic capabilities it could produce some blinding 
3D pugilists, but all we have received is a couple of 
standard 2D bouts of knuckle bashing. 

The current holder of the N64 crown is the 
surprisingly old fashioned, but absolutely great, 
Mortal Kombat Trilogy — many an afternoon 
has been totally wasted on this fella. The 
Mortal Kombat games had this weird 
untangable quality that made them so 
addictive, but alas the times they are a 
changing, everything has to be wearing its 
funky 3D undies or it won't even get a look 
in. Altogether now: Ahhhh. 

So in an attempt to test Nintendo's 3D 
waters, the creators of MK, Midway, have 
stepped into the third dimension with their 
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-Bick' s, 

GOllUU&H- "C 

Don't you just hate 
those people who 
drone on about how 
the PlayStation is 
better than the H64? 

lUe all know that 
Nintendo's machine 
has a far higher 
standard of games- 
except it's missing 
one genre. The H64 
needs a beat-em-up, 
it needs a Tekken of 
its own to shut those 
PlayStation owners 
up for good. This, 
sadly, is not it. 
UfarGods takes its 
gameplay from 
Mortal Kombat and 
transfers it into 
'wonderous' 3D and 
this is the main 
problem - /fAThas 
become uery dated 
since the likes of 
Uirtua FighteraxvA 
just doesn't hack it 
anymore. For die¬ 
hard fans of MK only. 



If we had super powers we'd be out 
saving the world whilst wearing a skin 
tight outfit with the jockeys on the 
outside, and when the world is thus 
saved return home to the arms of Teri 
Hatcher. Hmmm...Teri Hatcher! But as 
this is a beat-'em up we guess it's 


Character bio screens; amusing and 
uery informatiue insights to the 
background and personnality, or 
arse pure and simple? Hey, we just 
don't know! «« 


Bo youl' 
stoi-yi 


latest game, WarGods. The story 
behind Midway's latest could be 
described as being slightly over the 
top — well, at least it's original! 
Billions of years ago, a creature from a 
distant planet was transporting a 
precious ore. But like most aliens he 
managed to crash the ship into earth 
(Don't these aliens take a flipping 
driving test or something? — James) 
and the ore was thus lost across the 
planet. As the many years passed, ten 
humans have come into contact with 
the ore and been transformed into 
super-evolved warriors. So with all 
their super powers under their belt 
they decide the best thing to do is 
to have a massive scrap...why? 

Hnother sloiu 
day in Plotvilie 




only natural that the supercharged 
blokes and birds would be more 
interested in indulging in some 
fisticuffs. Oh well, it takes all sorts! 

WarGods doesn't stray from the 
traditions of the genre, with its 
combat system translating the Mortal 
Kombat controls almost identically, 
even down to the 
inclusion of projectiles 
and fatalities, which if we 
are not mistaken are both 
making their 3D fighting 
game debut. The fighters 
on offer are a selection of 
powerful gods, so special 
moves and spectacular 
effects will play a big 
part in the game. Well 


A UJe all bow down to the bird 
in the full lenght tight leather 
number, but who wouldn't? 
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▼ If you uiant a good clean fight switch off the 
gore, hut let's be honest; you don't do you. 


T Ule're free to hammer 
the candy floss outta 
each other-in 3D! 


"We made it so the game's default 
gore level is set at zero — a player 
must turn on the gore. And of course 
we are putting a content warning on 
the game." 

We consider that with the fighters 
looking worryingly realistic and the 
high amount of blood letting we can 
expect all the controversy that 
surrounded MK will return with the 
release of this game. Yet when you 
consider that the bad press sold the 
first MK game we doubt that Midway 
are too concerned! 

'Oi, Total 64 blokes, what makes 
WarGods so different from all the other 
3D fighters on the market?' We hear 
you cry...well hang on cause we were 
just getting to that bit! 

3D fighting games are very much 
the staple diet of the 32-Bit console 
with Virtua Fighter and Tekken literally 
launching their respective consoles. 

Yet the term 3D combat game isn't 
actually totally correct because in 
most cases the 3D effect is achieved 
by using some clever floating camera 
techniques. But with this being a N64 
game — and of course we all know 3D 
is definitely the name of the game — 
Wargods takes the fighting genre 
kicking and screaming into the third 
dimension. 3D beat-'em-ups have 
never given the player full freedom to 


A He obuiously wasn't 
feeling quite as peckish as 
the voodoo boy. 


ooiiuua 


A Easy to master moves can be the 
difference between trade-in and no life 


heart ripper, where he rips out 
the opponent's heart and 
takes a bite whilst it 
remains pumping. 

N Obviously these guys 
" aren't vegetarians. 


they're hardly going to smack 
each other with wet celery ^ 
are they? 

As mentioned, the 
high levels of gore 
have also been 
transferred from MK, 
but in a more realistic state. ^ 
The degree of bloodletting in 
WarGods is far higher than that 
of any of the MK trilogy with 
the fatalities being more y 
extreme and far more ^ 

realistic (in most cases the p. 
finishing moves in MK were 
very tongue in cheek). But 
none of that light hearted M 
arse here! With one ^ 

particular move 
instantly catching our 
eye and, of course, 

[ turning our stomachs: Voodo 


At a recent press meet, 
when questioned about 
the almost excessive 
amount of gore and 
violence contained in 
^ WarGods, its designer, 
Steve Hoolan, replied: 


\ Oh dear my 
stomach has 
been ripped 
open, tsk tsk! 


/ A big knife 
in the ribs 
will teach you 
for having red 
hair! 


Yummy, 
my fave, 
raw human 
heart. 


PRESS START 



^ Now why 

1 can't this happen 

1 to Scully and 

1 Mulder? 




1 
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▼ Lurid colours and 3D action-based 
fighting^ bearing absolutely no 
resemblance to Mortal Kombat. 


move in all the four plains: left, right, 
in and out of the screen. Midway have 
taken a very brave step into 
developing an almost full 3D fisticuffs 
related environment, by using a 
sneakily titled 3D button. Once 
pressed this will thus allow your 
fighter to weave back and forth into 
the fighting arena. The main use of 
the 3D button is the newly given 
ability to avoid attacks and projectiles 
by simply stepping out of the path of 
the oncoming blow, but this said, it 
also vastly increases attack opportu¬ 
nities and combos. 

We had our reservations 
concerning the successful use of full 
freedom of movement, but with 
practice the new offensive and 
defensive moves become almost 
instinctive, and quickly you'll find 
yourself side stepping and jumping 
about like some kind of bizarre 
spaced-out line dancer! 

UJb like pretty 
thinge. lue dG 

In terms of eye candy, WarGods 
initially looks rather poor, lacking the 
visual flair of PlayStation games such 


A One of the many pleasing graphics 
touches - uielU he certainly looks pleased. 

as Namco's Soul Blade, but with further 
investigation you begin to notice some 
very pleasing graphics touches. For the 
most part the animation of the 
pugilists is nothing sort of excellent, 
their facial expressions change relating 
to the situation and some of the 
finishing attacks look 
worringly realistic. 

Whilst WarGods 
more than looks 
the part — with 
the whole graphics engine looking 
quite stunning producing excellent 
background and effects, fog and 
mist, etc. — the gameplay is 
without doubt its stumbling block. 
The combat engine is very 
reminiscent of the Mortal Kombat 
series, which at first is great. 


As you all know kiddies, senseless 
uiolence is neither big or cleuer, but 
we must admit it's great fun, mate! 


making you feel right at 
home with the combative 
and comfortable special 
attacks. But whilst 
remaining perfectly 
acceptable in a basic 2D fighting 
game, the range of moves are far too 
limiting, basically translating as 
punch and kick buttons. The scope 
for large, varied combos is virtually 
nil, with the combos being a set 
range of attack and direction 
buttons lacking any kind of 
customisable attack links and soon 
becoming highly dull, the 
player finding 

themselves 
constantly 
pushing out 
projectiles, or worse still falling 
back upon the good old plan B; 
random button thrashing to succeed. 
Ahh, that good old nostalgia rush, 
how we've missed you! 

We are undecided if it is a good or 
bad thing that WarGods instantly inspires 
comparisons with a beat-'em-up that 
was released when Jesus was dishing out 
bread and fish, but ultimately, WarGods 
is little more than MK in 3D. 

To conclude WarGods is a visually 
impressive and welcome addition to 
the slowly growing N64 back catalogue, 
but is sadly a missed opportunity to 
really show the N64's worth in the very 
popular fighting category, with such 
competition as Tekken 2, and the 
previously mentioned Soul Blade 
winning hands down. 

But as the N64's first foray into 
this massive genre, it shows much 
promise. Bring on the next 
contender please. JAMES 



PRESS 

StARt 



A Those backgrounds look a 
bit worrying. I'm sure some 
hippy tried to sell me a T-shirt 
that looked quite similar... 




iaiGods 
GT Inteiactiue 
Hiduiay 
Tufo 


PublishGi: 


Players: 
Price: 
Released: 
Game Type: 
Uersion: 
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Hang on! I'll be back in 
a minute - my 
Tamagotchi's just done 
a poo... 

Sony about that! 
Anyway, I uras quite 
looking forurard to 
playing around with a 
young Japanese girl 
when I heard that I 
could saue my plane 
fare by getting hold of a 
copy of Wonder Project 
2. Imagine my 
excitement! 

Unfortunately the game 
is a little too realistic 
in that - with Josette 
being Japanese and 
euerything - she speaks 
in Japanese, which 
might as well be binary 
as far as I'm concerned. 

Ny aduice to anyone 
who's thinking of 11 
buying this is to | g 

become fluent in \ f 

Japanese first, because ^ 
after about half an hour 
of play I was still on the 
first screen, and getting [J 
uery frustrated! ^ f 

▼ Ufe hope you will find the 
time to be responsible 
parents - buy her a plane. 


office, eaten or slept. These 
little bleeping monsters have 
completely taken over my once 
close friends. What the hell are 
those things and what have 
they done to my pals? Were 
they past saving? I knew no answers, 
but I had to do something to prevent 
my friends from becoming brain dead 
zombies. I sat at my desk, waiting for 
a chance... Justin's head began to 
nod, tiredness finally overpowering 
him and as he reached to his throat to 
clasp his necklace, sleep finally 
claimed him. 


▲ This is too idyllic to be real - talk about 
spoilt. Get her a paper-round or something. 




Letting ub Ioosb with the 
upbringing oP a gnung girl, ie 
that such a good idea? 


I t's been just over a week since I 
started to notice the first changes 
in my workmates. Initially there 
were just minor differences in their 
usual behavioural pattern, yet as 
the days passed things started to break 
down — individuals began to separate 
themselves from the rest of the team. 

By the fourth day, we weren't even 
talking to each other. The only sound 
that broke through 
the almost 
deafening silence 
was the hushed 
beeping that was 
coming from the 
bizarre necklaces 
that the team had 
taken to wearing. 

For days now no- 
one has left the 


UJoiider ujhat's 
For tea? 

I leapt to my feet and tip-toed 
towards him. Prising his fingers open, 

I could finally see what had been 
controlling them — it was a small oval 
piece of plastic containing a tiny LCD 
screen. Upon the screen a small 
creature happily jumped from left to 
right, smiling back at me. I felt a 
smile form on my lips. No wait, must 
resist, can't become one of them. 

Today things are getting worse. 
When I close my eyes, all I see is his 
little smiling face — can't shift that 
image, think I'm weakening, got to get 
a grip, must resist, must resist, must 
have one. Argh, it's in my brain now, I 
can feel it — help me! 


Tamagotchi fever has taken the 
world by storm, yet the idea of a 
virtual friend is by no means an 
original concept. One of the first 
forays into this genre appeared on the 
SNES a couple of years ago, in the 
shape of EniYs Wonder Project. The 
game gave you the weighty task of 
being the guardian of a young robot, 
Pino, by taking her through everyday 
situations, with the goal of raising her 
the right way. What was an highly 
innovative concept was sadly far from 
realised on the very limited SNES, with 
its lack of powerful hardware confining 
the extent of interaction and visual 
appeal. Yet with the dawning of the 
worryingly powerful N64, Enix went 
back to the drawing board and have 
produced Wonder Project 2. 
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A Gorgeous 
Manga-style 
animation is 
one of U/PZ% 
best hooks. 
UJe'ue been 
suckered! 


A Like any small child, 
Josette is also prone to rabid 
fits of biblical proportions - 
houjeuer, she still manages to 
retain her cuteness. Class... 


UlB hope it*s 
chips, it’s chips 

Whilst the original concept remains, 
in general, unchanged. Wonder Project 
2 is far more than the usual run of the 
mill sequel fodder — it's almost a 
totally new game. This time you take 
control of Pino's little sister, Josette — 
again a young cyborg girl — who has 
to be made aware of the ways of the 
world. Woh! Steady on there guys, 
when we say 'ways of the world', we 
mean manners and etiquette, not that 
nudey stuff you were thinking of. But 
that would be a hell of a good 
concept... Imagine having a sexy robot 
chick totally under your control, 
getting her to do whatever your heart 
desired. Yeah, she could look like 
Pammy in her bikini! Huh, huh, that 
would rule, err, splutter and stuff 
(James, get on with the review — Ed) 

Oh yeah, sorry guys. Josette is very 
much like a young child — she's full of 
questions about almost everything you 
encounter and this is how she learns. 
Your task is not purely to teach 
though, but also to show her situations 
and let her create her own opinions. 

Control is achieved by an on¬ 
screen cursor and when a question is 
asked, a menu of answers will appear 
giving a number of options, each 
answer having a different outcome 
upon Josette's behaviour. 

Visually WP2 hardly showcases the 
graphical power of the N64, but the 
manga type look and animation is 
crisp and smooth. Josette has a vast 
range of facial expressions and is 


nothing short of gut-turningly cute, as 
well as very endearing. WP2's main 
strengths are its quirky 
visual style and the way 
Josette's personality 
grows from situation 
to situation — she 
becomes very lifelike 
as play progresses 
and her programmed 
AI is stunning. Lets 
just hope the Terminator 
movies were fiction 

Guess uie’ll have 
to wait and seel 

Josette brings out the paternal 
instinct within us all and the whole 
office has fallen for her charms — not 
in the Lara 'Phowarr' Croft way but 
more in the 'must protect my innocent 
little sister' mode. In this way WP2 is 
a totally unique gaming experience — 
we've never played anything remotely 
like this game, because it's so rare to 
find such personality and intelligence 
in a video game character. 

WP2's main flaw is that whilst it is 
highly original, it is also highly 
complex and at times can become a 
touch dull — like any real little girl. 



Josette can be very annoying and 
stubborn. The interaction with 
Josette is also a little too 
limited, with only a 
handful of options and a 
frankly poorly realised 
control method, both of 
which hamper 
gameplay and 
enjoyment. These faults 
may seem very minor but 
could prevent WP2 
achieving mainstream success. 

To be honest it may use far too 
bizarre a concept to appeal to the 
mass audience. 

WP2 remains an innovative title 
and a very brave attempt at giving 
the gamesplaying world something 
new, but like its predecessor it fails 
to perform to its full potential, 
hampered by a number of damaging 
flaws. WP2 is fairly slow and almost 
relaxed in its approach and that's 
not really what video gaming is all 
about really. JAMES 
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Hlready a huge hit in Hmerica, nintendn's 
conversion oP the arcade smash. Killer Instinct 2, 
is Finaily ready to ship in the UK. But is it 22 
carat stuFF, or just Fool's gold? 
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■ ■ ■ hen a new console is 
H H ■ released, its success 
H H H relies equally on the 

software available for it 
at launch, as its specifi¬ 
cations and capabilities. The Sega 
Saturn/Sony PlayStation hardware war 
was a clear example of this. Although 
the performance of the Sega Saturn 
was near identical to that of the 
PlayStation, Sony's machine was 
released in conjunction with 
Psysgnosis' Wipeout and Destruction 
Derby and Namco's Tekken, immediately 
giving it the edge over the Saturn. 
Unlike the PlayStation though, the N64 
wasn't released with that many games 
in tow, but the quality of Mario 64 was 
enough to ensure the machine sold, 
and then some! For a long time 


though, N64 gamers were crying out 
for a decent beat-'em-up (especially 
after the disappointment of Acclaim's 
tired looking Mortal Kombat Trilogy) 
but it wasn't until the release of 
Nintendo's own Killer Instinct Gold that 
these cries were answered. Not 
surprisingly, the game sold by the 
thousands in America and, now that 
it's coming to the UK, Nintendo will be 
hoping it can achieve similar success 
over here. But will it? 

Anyone who regularly visits the 
arcades will be familiar with Killer 
Instinct Gold already as, aside 
from the name, it is to all 
intents and purposes. 

Killer Instinct 2. The two 
titles are near enough 
exactly the same, right 


A Yeeaah! At last, decent beat-'em-up for the 
Nintendo 64 - let's have a block party! 





















KILLER 


I n 5 T I n C T 




has a superb training 
and practice mode. Here, 
one, or two players can go 


UJho needs blah-de-blah oD 
nonsense when you can have 
decent gameplay? 


through all the punch and kick 
moves, working on stringing 
i them together to form 
combos, super-combos and 
combo blocks. If you haven't 
I the patience for training 
though, the arcade mode 
provides a great way to get 
into the game and try 
out a few moves. As the 
name suggests, this 
plays much the same as 
in the arcade, with one 
player going head-to- 
head against all the 
other computer- 
controlled fighters, 
or two players going up 
against each other. A different and 
more exciting way to play the game is 
in Team mode. Basically, this allows 
players to choose up to six characters 
for themselves and up to six for their 
opponent. Then, during the fight, 
when one character dies another from 
the team immediately takes over. The 
player who wipes out his opponents 
team first, is the winner. 

As well as a respectable number of 
different modes of play. Killer Instinct 
Gold boasts an adequate, although by 


To baby whassup? ' Ule 
got the funk!" The phat beats 
option is a personal favourite 


Lots of combos 
and moves - 
including 
vogueing. 


f »•-« « «« 


down to the antiquated 2D gameplay. 
In a games world now dominated by 
3D action, developers Rare have stuck 
their neck out by choosing to stay 
with the traditional, side-on 
perspective. Fortunately, they get 
away with it because the gameplay 
works so well. Whilst some of the 3D 
fighting games lost some of their 
appeal because winning became a 
case of out-manoeuvring, rather than 
out-fighting your opponent. Killer 
Instinct Gold is all down to skill. Fast 
reflexes, precision timing and quick 
fingers on the control pad are all 
essential to success. 

Like Namco's Tekken 2, Killer 
Instinct Gold is for the more dedicated, 
die-hard beat-'em-up player. Those 
who like to jump straight into the 
action and randomly press a few 


Never accept 
offers of package 
cruises from 
people with no 
body tissue. 


buttons won't 
get much 

satisfaction out of the title, as it's all 
about multiple hit combinations. 
Random button pressing and limited 
skill can carry players some way 
through the game, but to really 
succeed they'll have to learn the 
moves and enhance the strengths of 
their own character whilst exploiting 
the weaknesses of their opponents. 
With this in mind. Killer Instinct Gold 
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I'ue never been a great 
Killer Instinct fan, 
even u/hen it was on 


attacks. This broad range of moves 
ensures that, within the characters of 
the game, there's a nice diversity of 
fighting styles. TJ Combo, for 




.«j 




- Janfes' 
comnjeft'fe 


A Tusk's best move is his incredible 
bellow fart - it'll blow you away. 


the SHES. Killer Instinct 
GoldYiAs gone some 
way to winning my 
favour though. It may 
not be the greatest 2D 
beat-em-up around, 
but it's up there with 
the best of them. The 
game's diverse 
selection of characters, 
mightily impressive 
number of moves and 
cool range of combos 
make it great fun to 
play. UJhat's more, the 
sound is superb and 
the graphics, though a 
little rough, look 
excellent. 


no means staggering number of 
characters. There's not as many as in 
some beat-'em-ups we've seen over 
the last couple of years, but the 
eleven of KI Gold should keep most 
people happy. More important than 
the number of characters though, is 
the number of moves — and here 
Kilter Instinct Gold excels. Each of the 
eleven characters is equipped with an 
impressive range of punches, kicks, 
throws, combinations and string 


^ Orchid is always the 
first to punch, so don't try 
getting too close to her 
thighs...comprendez? 


\ example, is slow, but 
extremely strong, 
whilst Orchid is always 
' first to the punch, but 
is on the weak side. 
Players shouldn't have 
too much difficulty finding one that 
suits their style of fighting. They may, 
however, have more difficulty finding 
all the options in the game. There are 
dozens of different options involved in 
playing Killer Instinct Gold, but to 
start with only a few of these are 
accessible, like the difficulty setting 
and the timer. Only by completing the 
game on progressively harder levels 
will more open up. All in all, there are 
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Something of a fiaibaiain 
lookalike, the bronzed Tusk is a 
strong, but clumsy and slour 
character Brandishing a lengthy 
suford, he's capable of taking his 
opponent out from a distance, 
but is equally aggressiue urhen 
in close 


Publishei: 

Deuelopei: 

Playeis: 

Price: 

Released: 

Game Type: 

Ueision: 


Hot bad, but 
doesn't make the 
most of the NM 


Some good tunes 
and excellent 


Kim 


Spinal 


Raised from the dead. Spinal has 
come back armed urith the surord 
and shield he took to his graue 
These ureapons give him a 
daunting range of long distance 
attacks. Quite light-footed (he's got 
no body, after all] Spinal is a little 

on the ureak side - 
might haue something 
to do urith hauing no 


Vei'clict 


Pulgore 

Fast, pourerful and equipped 
urith a chilling 
J array of deadly 
J moues, Fulgore 
is one of the 
best and most 


lethal characters 


"UJhat's for tea Mum?" 
"fl pugilistic urhirlurind 
of gameplay, options and 
chips son." 


Killer Instinct Gold 
Nintendo 
Rare 
lor 2 
iTBfl 
July 
Beat-'em-up 
UK 


3D backdrops, 
the game pans 
out well when 
the players get 
too far apart 
(which isn't very 
often) and the animation is okay. One 
thing I will say is that the characters 
come across as a little fuzzy around 


the edges and lack clear 
definition. The action tends 
to be so fast and relentless 
though, that the characters 
are a mere blur anyway! 

With six different difficulty 
settings. Killer Instinct Gold should be 
a game that everyone can get in to. 
It's not a game everyone may enjoy 
though, as success relies heavily on 
mastering the character's combos, 
which takes practice and patience. 

With this in mind. Killer Instinct Gold 
is for the more discerning beat-'em-up 
player. ^rLT^JOH 


five different levels of options, and 
these affect all the different modes of 
play. Apart from adding more depth to 
the title, these options extend the 
game's longevity by opening up more 
and more parts of the game as players 
progress — giving players something 
to aim for. 

Graphically Killer Instinct looks 
quite smart without doing anything 
too flashy. There's a nice selection of 


Do you detect a hint of a smile on 
Sabreuiulf's face as he crashes clumsily 
to the ground? Ufhy mould that be huh? 
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H iuing mn a Boom fan for years. I expected great things from this 

'n slightest! I'm 

lumii I. '"J “••sods that this still doesn't compare urith some of the 
game . such as BoioMom, in terms of character contL but for a” osphore 
and sheer nasfrnoss this uiins hands doutn in mg book The leuels ate bioner 

are a couple of extra u/eapons to play with, and plenty of 

improuements have been made to the old ones that _ 

u/e all knom and loue! I'm afraid to say that my 
Mario 64 cartridge has been gathering dust 
since this arriued - nour 


*i • /n ■ hat on Earth is this? Haue I slipped through a time uiarp? flm I back in 
1 /y I the late lQ80's? lifelt playing this I certainly could be - pretty scary! 
V V. Tm playing a bad uersion of Outrun on a 64-bit machine. Come on, 
luho in their right mind luould uiaste their cash on this, when they could play 
Rage RdC8r\sn the PlayStation? The game is a perfect conversion of a crap arcade 
game - so u/hat's the point? Cruis'n USR\^ sluggish, the graphics are dire and, 
ujorst of all, the playability is thinner than a matchstick on a diet - very poor 
indeed. Avoid it! ^ 


RbvIbius 


Hs gamee age theg oPten loee same oF their 
appeal, so be sure that the score you're 
basing your purchase on is current! 


1ssno thr<)<i ^ 
scort^ 4 


i ssue one 
-score 
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E/3 fs ueiy difficult to play this game without diaiuing 
comparisons to Mario 64, which is obuiously going 
^ ^ to win hands down. But if you can possibly forget 
about Mario for a second and look at Boraemon on its own 
merits, I think you'll find quite a quirky little platformer 
in there somewhere. Despite its similarities with Mario 64 it does haue plenty 
of of its own original ideas: it's just a shame that these are far outweighed by 
the ideas that were left out! If you'ue completed MarioajiA are looking for 
something uaguely similar, then this should keep you amused for a while. Just ^ 
don't expect the blue and white furball to fill Mario's shoes, i ?ir> 




^ i ■ s the only football game auailable for the 
j ^ ' M64 this wasn't a bad effort, but after seeing 

ISS Soccer 64 we had no choice but to reduce our ' 

initially quite enthusiastic response. Efl's FIFfi series must surely be the most 
successful footie games euer, but when /5!yarriued in the office and blew away 
euerything that had gone before, we were left with no choice but to amend our previous 
//f)?score to reflect just how superior Konami's top kickabout really is. This isn't really 
that bad a game, it's just that its opposition is the best footie game euer made! 




^ ^ auing just bought myself 
H a new 'Street Rod', I 
' vw- consider myself a bit of a ; 
speed demon. Ulith my long hair : 

I'm not too good in these open tops ' 
though... To be honest, I don't 
think this is as good as it looks in 
the screenshots - the pop-up is awful and the 
realism is non-existent. And I'm all for tight 
corners taken at high speed but when those 
corners become right angles, that no course 
designer in his right mind would even consider 
including, the whole thing gets a little 
frustrating. Some of the ads are quite amusing - 
'Shed Blood' being a personal favourite - but 
this hardly makes up for all the bad stuff. And in 
a real FI car I doubt you'd have the time to read 
them anyway! Ho thank you Human. 




issue three 
score 


Issue three 
score 
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% 1 s the aging cliche goes, it's a funny old game, football and Perfect 
Striker certainly proues that, uf ith some of the most hilarious player 
animation euer. Just match one of these guys trying to get up after a 
particularly bad foul to see mhat I mean! Hauing said that, the actual gameplay 
1 > j ^ -w j'rV- J isn't bad either, especially in 

two play« mode, suiift 
passing, rasping driues, 

\ t •1 eccentric keeping and, of 

^ COU.SO, tho all important 

j '96jy . scoring celebrations. This boy 

^ got it all and is certain to 

:r. , be a morthy addition to the 


ootball's 

I coming home... it 

y is HjjjiiiiiiiQHQ^^^^I 

has arriued and is, quite 

simply, the best footy game euer to be released 
By graphics that are far superior to any of its con 
S (especially Eft's appaling FIFR 64\ it sounds tl 
^ w more moues than Juninho, Zola and St 
it plays a much meaner game of fi 
in their simplest terms, if you 1 
uou're going to loue this game 


lnjSad.is^^:^ 

back in issue M BB/m 
tmo me mere dray/n in 
by the cutesy amusing m 

grapltigg aad the quality Jjf 3 

of the tmp player mode. 

Since then it's become 
increasingly difficult to find a human 
opponent as more and better games 
arriua in the office, forcing mhoeuei 
mantg ^ piay it to do so ayainst the 
compigpr. The fact that tjiis game 
rarely makes it out of the cupboard 
nnmaiUgs is enough to warrant a score 


P lay this game on 'Ludicrous' 

speed and you'll knom about I 
' adrenaline. Initially fast and 
furious, it can seem like a 'free-for-all mho 
can get the combos in first and bash the 
buttons quickest' test. Homeuer, after 
playing for a mhile, it has more subtlety 
than that but nothing that matches the 
instinctive feel of Tekken. The animation is 
jerky and at times there's quite a bit of 
slom-domn. Admittedly this is mhen a 32- 
moue combo is going on - but surely the 
H64 can handle it? < 


fO-Ai 6- 
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0 it's got some nem tracks and the graphics are better - but 
It's still Mario Kart, just ufith a '64' tagged on the 


end. Don't get me u/rong, I mas land still am), 
fan of the original game but really, u/hat's the point? If 
all me re going to see on the Nintendo 64 is souped up 
versions of old Nintendo titles - and at a souped up 
price too - you might as mell buy yourself a SNES. ^ 
That said, I can see the appeal of the title for 
those mho missed out first time round. It's 
still fun and addictive - especially in the 
multi-player mode. Just think carefully and do 
try before you buy... 


T his is still a classic 
game but the truth is 
that it's not often that 
me take it out of the Total 64 
cupboard - except to lend it to 
someone mho hasn't mitnessed it 
before. The missions and the 
different craft are varied enough 
to keep you playing for ages. But 
nine out of ten N64 omners in the 
Total 64 office - mho expressed a 
preference - said they preferred 
the manic and explosive gameplay 
of Blast Corps. In light of this 
me've had to reduce the score 
slightly - but it's still rated as a 
must buy as one of the all time 
classic pieces of softmare. 


hy has this game come out on tne 

iT W I 

WlMM every other version I've ever 
played. If you're a fan of the Mortal Kombat 
series then you'll probably like this - just 
don't expect to see anything nem. It s 
probably as close as you're gonna get to 
having the arcade machine in your home but 
as fat as I'm concerned, this isn't mhy I 
bought an H64. 

Manage mithout a beat-'em-u p fox noiu 

and mait for a decent 3D fighter 

that uses the console to its full 
potential. Not one to impress 
your mates mith! i 


TQTHL BN • REVIEUJS RDUflD'UP * TDTHL Bk 
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marine and open levels add a large dollop of 
much-needed variety and the overall effect i^s 
quite stunning. Graphically Starfox 64is the 
h biz but it's the multiplayer option that 
^ makes it. Admittedly the small quarter 
\ screen vieuiing uiindouis take some 
^ / getting used to but it makes for some 

^ uiicked four player battles. The only real 
jintment is that it would've been nice to have a 
Iaubi ontion with half a screen each. But 1 guess 


T his game was one of the most 

eagerly awaited of the launch titles, 
but unfortunately failed to deliver * 
the goods on all but two or three of the ten 
levels. The number of letters we've received 
from people who've bought it and been very 
disappointed, or have thanked us for warning 
them away from it leaves us with no choice 
but to emphasise our warnings to other readers 
with an even lower score. One to avoid! i 


iU'i. IjlJJIJ 

Old Course 


^ fU ver since this game was first seen, it's been hyped as the 'the 
B greatest video game ever' and to tell you the truth, it doesn't fall far 
R ^ short of that title. Nintendo have brought Mario to life in the most 
convincing 3D world I've ever seen: he runs, somersaults and can even fly - 
all in superbly animated style. All the familiar /far/v traits are there as well - 
the infuriatingly addictive gameplay from his SHES incarnations, the 'throw 
the controller at the wall and pick it up five seconds later' syndrome. This is 
what video games are all about, i > _ 


I I 

J 1^ I are big fans of golf games such 
as Mua 6olfQn the PlayStation, 
so the fact that this has HEUEA left the 
shelf since it was reviewed back in issue 
one must mean that there's something 
very wrong with it. If this game had been 
released on the Commodore 64 ten years 
ago, it still would have come up on the 
scorecard as a bogey when compared with 
the classic Leaderboard. The fact that it's 
in Japanese doesn't help matters, but no 
amount of irritating commentary could 
redeem this effort. Fore! ^ 
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\Biim 


he closest I'ue ever come to a real jet-ski would probably be 
when I was about six, splashing around a Northampton 
pond in a rubber dinghy. After playing llfaue EaceVve 


I 


decided that maybe I should broaden my water sports horizons and try 
it for real. Quite simply, this is an extremely playable and unusually 
original piece of software. As far as I can see, the only thing missing is a 
Pamela lookalike to diue in and rescue you when you fall off. If you're after 
a racer for your 64, auoid the traffic and take to the wanes! i tU * 

Mm mm i 


UJS ROUnO'UP ■ TOTHL 6 W 


ijTjDnite 

IlflTJIBIffI? 

[fM/mr- 


rxtecfijjii 


4n not normally a big fan of 
r this type of game, but Turok 
<-_r most definitely has a lot 
going for it. The graphics look 
superb when they're mouing 
and the sounds that surround 
you as you play are extremely 
atmospheric. There are a lot 
of things that impress me 
about this game but the 
talking point would 
definitely be the variety 
of ways in which your enemies 
can die. It's so satisfying to see 
the guy that was trying to kill 
you really suffering as he takes 
his last breath! If you're reading 
this review in two minds, go 
with the one that's telling you to 
buy this. It'll keep you going 
until Boom 64 arrives. < 


Issue two 
score 


his is still by far the best ice hockey 
game on the market at the moment, 
but at the end of the day - it's ice 
hockey! And unless you're a big fan 
.of the sport you'll most 
^ _ probably get bored of this 

very quickly. It's a great 
fast game, with a good 
multiplayer mode, but when 
I compared with some other 
j sports games this just seems 
' incredibly shallow. More of 
an arcade 'couple of quid' 
than a' £50* lasting appeal'. ^ tU> 
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Read all about them! 
Rnother selBctian oP HBk 
goadiBS For you to Poast 
your ByBB on, but aro tboy 
worth parting with your 
hard oarnod caoh For? 


Blaze SFX 

64 v2.0 


As we reported in issue 3, the original SFX 64 adaptor from 
Blaze could only be used with American or Japanese machines. 
Version 2.0 is a true universal adaptor, which will 

enable you to run most foreign games on your 
UK machine or vice versa. In fact the only 
two games we've come across that 
we couldn't get to work on 
our UK machine are 
Race (US) and Starfox 64 
(Jap) — those of you with 
foreign consoles will be 
pleased to hear that ISS Soccer 
64 (UK) will run perfectly on your 
machines. As far as we know there's only 
one other 'Universal Adaptor' on the market, it 
costs twice as much in many shops, doesn't look as 
ivtlUMf ii VK: Out Houj good and does exactly 

SvffUtdby: Fire International the same job — no 

Fire International n0ecl to tell you which 
one we recommend! 


Naiiifactiiitr: 

hict: 


£14.gQ 


Blaze 256k 
Memory Card 

As you can see from our photos, these new memory cards from Blaze 
come in a wide range of different colours including a rather spedal 
looking clear case version. They sell for £9.99 and basically do exactly 
the same job as every other 256k memory card we've looked at, so which 
one you dedde to buy will probably 
come down to either the pnce or 
the colour ~ both of which go in 
this one's favour. &i 


Ruailable in UK: 

Out Hoiu 

Supplied by: 

Fire International 

Manufacturer: 

Fire International 

Price: 

£Q.gg 
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lid Vx^i'ist 


Out Hour 
THE Games 
THE Games 
£7.qQ-£Q.Qg 


Auailable in UK: 
Supplied by: 
Hanufacturei: 
Price: 


Hmm... Mouse mats, they're not 
mice and you can't wipe your feet 
on them — well you're not supposed 
to anyway! There isn't a mouse out 
for the N64 yet but for those of you who also own a PC, these are well up 
to the job of giving you something to roll your mouse around 
on. The wrist rests are again more than up to their job description, 
but they're hardly a necessity — even when you're chained to 
your desk for days on end like the Total 64 team! filt 
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Dino-Attack 

Shooting 

Game 


Okay, so it's not really anything to do with your N64, but then 
all of us get bored when we're waiting our turn on a 
game — so maybe this could relieve those 
few moments of boredom. It's 
basically a hand held version of 
Space Invaders, except that all of 
the alien craft have become 
dinosaurs, if you see what I mean. 

It's hardly a rival for the Game 
Boy, but it'll fit in your pocket a 
lot more comfortably and won't 
cost you as much. BM 


Auailable in UK: 
Supplied by: 
Hanufacturei: 
Price: 


Out Hour 
Datel Direct 
Datel Electronics 

£ig.gg 


Presumably meant 
to replace the 
existing memory 
pack of the same 
name, this 4 in 1 card is basically Datel's 4 page card in 
the casing of their 20 page version. The advantage of 
this is that an LED read-out tells 
you which page is currently 
selected — not totally 
necessary but definitely a 
help. Datel also make a 
coloured version which we 
haven't seen yet, but it's a 
pretty safe bet that it'll be 
identical... except that 
it's in a completely 
different colour! 


: ■■ ■ .. 
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NINTENDO^'* 

ESP 


IvaiUbliinUX: 

July 

SippUtdby: 

Fire International 

NaBufactmi: 

Fire International 

hiC8: 

£7.gg 


Datel 
Memory 
Card Plus 
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Tamagotchi 


If you haven't heard of these then you must have either been on holiday to another 
planet or spent far too much time in front of your N64 (is that possible?). For 
^ - just £9.99 you can become the proud owner of your very own virtual 

\ pet/alien/chicken thing, and spend your every waking hour ^ 

attending to its every need — including such exciting features ^ 

AniUtUian: OutMoui as: feeding it, ^ 

SlinlMkV: T 0 TfllB 4 Staff! playing with it, 

Nainfactimi: Bandai turning its light off 

when it goes to sleep, 

and cleaning up its poo. As your pet grows it will adopt one of 

many adult forms depending on its upbringing — you 
might get an Elvis look-a-like like Justin's, or a 
^ 'Soerm of the Devil'like Miles'(just 

before it died after spending 
three nights sleeping in 
its own poo)! 


Employees of Rapide Publishing and participating companies are strictly forbidden from entering. The editor's 
decision is final and no correspondence will be entered into. Winners' names will appear in a future issue of 


Total 6h Lucky Dip! 

O ver the past few months weVe featured loads of top accessories and peripherals on these pages, all sent to us free of charge! But 
we're not greedy, so we've dedded to 'spread the wealth' as it were by offering 5 lucky readers the chance to win a handful of 
goodies plucked at random from our peripherals shelf. 

Memory paks, scart leads, controllers... they're all there, just waiting to be won! J|i entries mUSt be tty Or OR t| 

To stand a chance of winning all you need to do is answer the following gp g seSlStt dOLUn envelope tO' 

question before August 8th: 4. mn Pnmn ’ Tnrai au Panirip Pnhiichir 


Ulhere ujould you expect to Find a ‘Lucky Dip’? 

a. Under a car bonnet, ueed For checking oii. 

b. Ht a Fairground. 

c. Sat behind a desk in the Total 6 k oFFice. 


nil entries must lie tty (ipstcare. or on ttte tt tpjca : 
OF a seaiett ilamn envelope to: 

‘Lucky Dip Comp,’ Tdtrl BU. Rapide Publishing. ^- 

1 Roman Court MB Deui north Road. Exeter. EXM MER 
HKematively you can email your entries at: 
totaiBM(g>rapide.cd.llR; ' 


■ Closing Date: 
Hugust 8th 1337 










Postcode: . Telephone: 

Signed: . 


Please allow up to 28 days for delivery. 


□ Visa □ Mastercard 
Card NoiDDDD □□□□ 

□ □□□• □□□□ ExpiiyDatE: 

Signature:. 

Date:. 


Yes! Please rush me a copy of The Pocketbook of Nintendo 64 Hints and Tips Volume 1, featuring ten of the biggest 
Nintendo 64 games. The price of £10.99 includes postage and packing. 

Please return this coupon together with your payment in a sealed envelope to the following address: Nintendo 64 Book 1 offer, 
Rapide Publishing. I Roman Court, 48 New North Road, Exeter EX4 4EP. All prices include postage and packing. 

Name: . 

Method of Payment 

Address . □ Cheque (made payable to Rapide Publishing) 

. □ Postal Order (made payable to Rapide Publishing) 

Please charge my credit card (UK orders only): 


L^L'-UUD 

tTiim 

LLUl/t'/ 

lIlLtkLA 
Ldta' 

























T hese pages are 
sponsored by Fire 
International - the 
manufacturers and suppliers 
of the BLAZE range of 

uideogame 
accessories. 



Each month 
the writer of the 
f star letter will receive 
a bundle of BLAZE 
goodies, including many of 
those in our peripherals 
feature this issue. 

So if there's anything 
you want to ask us or to 
comment on, please don't 
phone and stop us working 
on your favourite mag. 
lilrite us a letter, because 
we'll think a lot more of 
you as a human being and 
you'll have a chance of 
winning some top 
accessories. 



You can write to us at: 
The Filing Line 
Total 64 Magazine 
1, Roman Court 
4B, New North Road 
Exeter, Devon, £N4 4EP 

Or email us at: 
firingJineiDrapide.co.uk 
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UJhBiu, LJhat a 
postbag this 
month! Keep 
them coming 
and lUB'll kBBp 
on roplgingi 


I've currently had no N64 because to 
tell the truth I have not got the 
required pounds — damn!! So I've 
been round my mate's playing his so 
much I've had to set up camp. We have 
had a most joyous occasion playing 
Mario 64 for hours on end, but sadly 
we couldn't say the same for Shadows 
of the Empire (like you quite rightly 
put in your reviews round-up in issue 
three, 61% — tut, tut). We both felt 
that it was a bad let down to game 
players and fans of Star Wars. So I ask 
these following questions: 

1. Will any more Star Wars games 
be released for the N64 — and will 
they be worthy of my mate's hard 
earned quids? 

2. Will we see any original 
characters like Luke or Han instead of 
Mr. Dash? 

3. And will we get a grey and black 
controller like the Japanese? 

PS. Please keep up the good work, 

I am happy to see that your mag is 
kept unbiased to give us readers a real 
fair deal. 

Yours Sincerely 

■ Richard Widlake - 
Clacton-on-SBa. 

The Truth... 

life haven't heard any definite 
plans for Star Ufars games on the N64 
as get, but there are some top titles on 
the PC at the moment such as H-UJing 
Us. TIE Fighter would be more 
than welcome to join the 64 party! Rs 
soon as we hear any news we'll let 
you know. 

The grey and black controller that 
was packaged with Mario Kart 64 in 
Japan was only available over there, 
so if anyone in the US or UK wants one 
they'll either have to go there on 
holiday or buy themselves a black 
controller and take a 

screwdriver to it 
(we wouldn't 
recommend it). 


A few weeks ago I had been 
considering whether or not to buy 
an N64, I didn't know what any of 
the games looked like so I went 
and got a copy of Total 
64. After reading 
straight through it, I 
wanted one right away so 
last week I bought one, with 
two games, Turok and Wave Race, 
because your reviews sounded 
and looked top class. After 
playing them your reviews 
were spot on, so keep up the 
good work and I shall 
look forward to * 

the next issue. 

PS. Are there 
any rumours or 
news about games like 
Shadow Run, Resident Evil, or 
Transport Tycoon coming out on 
the N64? 

■ C. Platt" Bolton 


T/te Truth... 

It's nice to know that our 
reviews are serving their purpose 
to ensure that Total 64 readers 
know exactly what they're 
spending their money on 
before it's too late! 

UJe haven't heard any 
rumours about the titles 
you mentioned, but 
Justin's off to the E3 
show in Atlanta soon, so 
if there are any such 
rumours doing the 
rounds he'll be in the 
best place to hear them. 
Just don't 
expect us 
to get too 
excited 
about a 
64-bit 

Transport Tgcoon though! 



DEAR TOTAL 



Firstly congrats on a superb 
magazine, secondly sorry for not 
buying the last two issues. After 
swapping over from PlayStation 
my first game was Mario 64 — after 
many hours of constant playing I 
finally found the last star. Now I 
must find a new game, any ideas? 
What should I get? Please help! 

Also, in issue three you had a 
bit on the 64DD, do you know any 
more on this piece of hardware 
such as the cost, or the cost of 
the cartridges which go with it? 

PS. Keep up the good work. 

Yours faithfully 

■ Cameron Sham - RosB-shire, 
Scotland 

The Truth... 

Games like Mario 64 just don't 
appear very often, and as such are 
difficult to replace once you've 
completed them. Assuming that 


you're after a game that's 
already out in the UK, I would 
recommend Mario Kart 64. Pilot 
Wings 64. Wane Race 64. or Turok: 
Dinosaur Hunter. However if 
you're after something on import 

- or are willing to wait for a 
while - you couldn't go far wrong 
with any of Blast Corps. Doom 64 
or Starfox 64. 

As for the 64DD, there's plenty 
of information about, but most of 
it amounts to 
little more than 
rumours and 
speculation 

- the only 
thing we know 
for definite is 
that the UK won't 
be getting any until 
sometime near Christmas 

- Christmas 1QQ8! 

PS. Ule will! 
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I have bought all three issues of 
your magazine and I think it's 
brilliant. There's one thing which 
I'd like to say about a certain 
company who make game universal 
adaptors (not Blaze). I bought one 
the other day and when I came home 
and tried it the television screen 
split into 5 separate sections. I 
was trying the American version of 
Mario Kart 64 with Mario 64 (UK 
version) plugged into the back. 

When I phoned up the shop I'd 
bought it from they asked if my TV 
could run at 70 MHZ — how the 
hell do I know?! Anyway I took the 
convertor back and got a refund, 
•instead I bought a scart cable, that 
is a brilliant Blaze scart cable and 
am just waiting for the Blaze 
universal adaptor to come out. 

Your mag is the best, keep up 
the good work. 

Yours sincerely 


ne Truth... 

ru assume that uihen your telly 
split up the screen it uiasn't as a 
result of you selecting the four 
player mode on Mario Kart 64, but 
that it uias indeed a problem urith 
the adaptor you were using. It's 
true that some teleuisions sold in 
this country can't handle Japanese 
or American games but this is 
because they run at 50 Hz instead of 
the 60 Hz required to run the foreign 
games. Host teleuisions are capable 
of running at 60 Hz tin fact some top 
of the range models can run at 100 
Hz) so unless your telly is an 
exception you were probably right 
to take the adaptor back. The Blaze 
uniuersal adaptor should be in the 
shops now for about £15, and if you 
bought our last issue you'll see that 
we haue ten to giue away in a 
competition. Don't forget to enter! 


■ Bhahid Hli - BiBhopbrigge, Blasgoui 


First of all I would like to say: What 
an absolutely superb magazine!! It's 
packed full of great reviews and 
news for the N64. It is also good 
to see a magazine which 
doesn't give EVERY game 
out 90% plus! 

I don't usually enter 
in competitions but the 
amazing ones you run 
have inspired me to have 
a go. This is another 
factor which puts your 
mag above the rest. 

The N64 is great, I have 
Mario, Wave Race and 
Piiotwings, but my worry is 
that they are too easy 
to complete. I am not 
too bothered at the 
moment about the lack of UK 
releases, I can't afford to buy more 
than one game a month at the 
moment anyway! 



I'll finish by saying that I'll be 
buying your mag every month and I 
hope it will still be as high 
quality as before. 

\ ■ Ciaran morinan - 
Rnerleg, London 

The Truth... 

It's true that many of the 
UK H64 games to date 
haue been relatiuely 
easy to complete, but in 
‘ their defence most of them 
contain hidden bonuses or 
secret areas which can be 
searched for/earned once 
you'ue already completed 
the game. Games like 
Starfox miW continue 
this trend when they're 
released ouer here but the likes of 
Doom 64, Hexen 64 and Blast Corps 
should certainly prouide most of 
you with a more lasting challenge. 


DEAR TOTAL 64, 


I have all three of your magazines 
that are out and I am subscribing 
to you in a few weeks. I think 
your mag is really good but I 
would be writing for ages if I was 
to list why. The only thing I think 
is wrong with your mag is there 
are too many cheats and reviews 
or previews for games that aren't 
out yet in the UK. 

■ Craig Singer ^ IM 

The Truth... 

To be honest Craig I think our 
magazine would be about ter 


pages long if we only wrote about 
UK games, and almost all of the 
games we couer will be released in 
the UK at some point, so we're 
simply showing you what you'ue 
got to look forward to - surely you 
didn't mind us showing you 
Starfox 64 last issue? 

The other thing we haue to 
consider when putting our magazine 
together is that we sell a lot of 
copies in America and the rest of 
the world as well - so we do haue 
to cater for readers from outside of 
the UK too. 



I am a 17 year old student writing to you to register my disgust over the 
recent price drop for the Nintendo 64. Having purchased my own Nintendo 
64 in March, at £249.99,1 find it unbelievable that only two months on 
you (it wasn't us, honest! — Ed) have cut the price to £149.99. Which is 
great for those people who still hadn't purchased the machine, but leaves 
those of us that had feeling ripped off. 

I had to queue for 3 and a half hours on the morning of the Nintendo 
64's release to ensure that I got one, due to the ludicrously small allocation 
of just 20 000 of the consoles for the nation. And now I see people walking 
into the same shop in Leeds to buy an identical console pack for £100.00 
less than I had to pay for mine. Am I 
being taken for a ride? 

While I do not dispute the quality ^ 

of the Nintendo 64, Nintendo's and 

THE Games'public relations leave much V ^ 

to be desired. As an English customer of \ A® ^ 

Nintendo, I not only have to wait longer - 

for games to be released compared to 
America and Japan, but I also have to put up with 
paying higher prices for games and accessories than 
people living in America and Japan. And this price drop 
strategy is a real kick in the teeth. 

Prior to the Nintendo 64's release, Nintendo had heavily 
criticised both Sony and Sega for their price reductions which 
followed shortly after their consoles were released in America. In another 
magazine (which is of course inferior to yours) there was actually an 
interview printed with Howard Lincoln — the President of Nintendo of 
America, in which he said that if he had paid $400 for one of Sony or 
Sega's consoles and he saw it at $199 not too long afterwards he'd be left 
scratching his head to say the least. Well how do you think I feel now then, 
Mr. Lincoln? 

And yet just weeks after Nintendo and THE Games released the Nintendo 
64 in the UK, the biggest fans of Nintendo who went out and bought a 
machine straightaway (like me!) find themselves worse off than everyone 
else yet again. When is this going to end Nintendo? And as of yet people 
like me haven't even had an apology from anyone connected with Nintendo 
for the way I spent all that money on something that dropped £100 in 
price, only two months after I bought it. I certainly would have waited for 
the price drop if there had been any prior warning of one. 

Yours faithfully 


I Peter Roe ^ CaetleForil. Ulest Borkshire 


The Truth... 

Your letter is representative of many that ure'ue received this month, 
and as much as uie sympathise urith everyone urho bought their H64 at 
the original price, ure have to point out that the price drop can only be a 
good thing for UK N64 owners. The number of users has increased by a 
massive amount already, which will in turn encourage more companies 
to produce games for your console. If the price drop had never happened 
you would still have paid £249 for your console - the only difference 
would be that less of your friends would have them and so the current 
software situation in the UK would take longer to improve. 

At the end of the day the console in your possession was still a 
bargain at £249 - a Sega Saturn would have cost you £399 when it was 
first launched and a Sony PlayStation would have set you back £299 (as it 
did me!). 

If you're still feeling a bit gutted then fear not, because a bundle of 
Blaze goodies is in the post to you - smiyaalU! 
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■ III lUI M ■ 

I was totally gobsmacked when I 

picked up issue 3 of your excellent 64 .1 knew that it was going to be 

magazine and saw my name on the something spedal and I wasn't wrong 

1 winners list — what can I say except — there are so many surprises — like 

1 thanks very much! on the first course when you find out 

■ As you can see from my photo, you can steal Koopa's shell and ride 

I I'm a bit of an old wrinkly, but have around on it, or the bit when you're 

■ always loved Nintendo and can't bear heading towards the picture of 

B to part with my SNES, so winning an Princess Peach and it turns into the 

B N64 is brilliant news. My favourite face of Bowser and then you fall 

II (only!) game so far is Super Mario through the floor — amazing or 

what!! — and I only have 24 of the 
stars so far! 

Now I can't wait to see Zelda 64\ 
Anyway, congratulations on a 
great magazine — I love the Tips 

Zone and your very honest reviews. 

Thanks again 

■ melanie Snell ^ 

Truro, Cornujall 


□ EAR 

TOTAL 

|64 

TEAM, 


For over a year I was a pathetic 
Saturn owner and since I bought 
your (ace) magazine, I have seen 
the Light and I now own a UK N64 

Issue 3 was brilliant and I 
really liked the feature on 
what to buy and not to buy 
as it was very helpful. 

Your magazine is the 
best I have read so 
far and is the only 
one that has made me 
read it all, 
from cover 
to cover. 

I have a 
question to 
ask you, this 
year I am 
going to 

America and I need to 
know if I buy stuff over there 
(games and accessories) if they will 
work on a UK machine (and which 
is the best universal adaptor)? 

PS. Keep up the good work, and 
how about a special feature all 
about Mono Kart 64 with all the 
tracks, drivers, and secrets. 

Thanks for your time 



■ matt Baker - Binbrook, 
Lincolnehire 

T/ie Truth... 

life were all sorry to hear about 
your Sad turn, but at least 
you're all right now! 

In answer to your 
question about 
buying H64 goods 
in America, all 
accessories are 
cross compatible 
which means that 
they'll work in 
exactly the same 
way as if you paid 
a bit more for them 
ouer here. American 
games will require you 
to use a uniuersal 
adaptor such as the 
Blaze SFA 64 U 2.0 featured 
in this month's peripherals section. 
Certain games are coded differently 
and won't run at all on a UK machine 
but the only ones we'ue heard of so 
far are Ufaue Race 64 and possibly 
Starfox 64. 

PS. Alright then we will! 


01! HELP - DEAR TOTAL 64, 


Just got your new mag (well done brill 10/10) I've just got a UK N64 
with Pilot Wings. At the moment I am looking round shops at the price 
difference with the software but it's not enough for me (skinflint). 

When reading through other mags I see that some of the software 
developers are putting pressure on the big 'N' to sort it out, who are' 
they and do you think Nintendo are going to give in or not? 

1. Turok — Doom 641 

2. Why won't we get the Jolt pack as part of a package? 

3. Do I want to buy a Blaze or Nintendo memory pack? 

Keep up the good work! 

■ Ben Chandler - Letchujorth, Herts. 

The Truth... 

Oi! UJhat was the question again? 

1. Host of us in the office prefer Turok: Dinosaur Hunter, but Justin 
and Hick are into Doom 64. 

2. It's possible that we will - but deals like that are normally 
reserved for the Japanese so don't get your hopes up. 

3.1 don't know, you tell me! The Blaze cards come in different 
colours and capacities and are cheaper than the 256k official card 
which comes in grey, grey or grey - the decision is yours! 



DEAR TOTAL 64, 


After the reading of your first two 
issues I decided to write to you. I 
was looking for a long 
time here in Greece for 
a magazine that could 
give me information 
about the future of 
Nintendo. But I 
didn't found 
anyone. Finally I 
found you, I 
opened your first 
issue, saw the 
many pages, games 
I didn't know, the 
previews, the 
reviews, the colours, 
the Super Mario 64 
solution and said 'This 
must be the best 
videogames magazine' (in 
Greek actually). 

I haven't got a 
Nintendo 64, but I will 
buy in the near future 
because I think it's the ; ;V 
greatest videogame 
machine ever. That's why 
its games are looking very 
nice and complete but 
when you look at a PlayStation 
game it isn't looking that good and 
finished. And if I have it I won't 



buy any games which have a 
score under 85% (except a few). 

My top themes in your two 
issues are the ultimate A-Z of 
previews and the Legend of Zelda 
64 feature. Please can you make 
a Ganbore Goeman 5 and a Mother 
3 feature too. 

Your reader 

■ PanaglotiB PagonidlB " 
nomoB PieraB, Greece 


The Truth... 

Thank you for taking the 
trouble to write to us in 
English, a letter written to 
us in Greek would have 
been quite difficult to 
reply to! You're obviously 
a person of good taste so I 
assume that you'll still be 
buying Total 64 in a few 
issues time when we hope 
‘ to have a lot more 
~ information on Ganbare 
Goemon SanA Mother 3- 

i: 

in the meantime if 
you'd like to invite 
the T64 team over for 
a holiday we'd be more than 
happy to oblige. The things we do 
for our readers, eh! 
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G4DD iifill incorporate a modem but 
urhy would you want a printer? 

2. The 64DD version of Zelda 64 
will almost definitely require the 
original cartridge to run, so my 
money's on it being an expansion. 

3. The only point and click type 
game we'ue seen so far is Ufonder 
Project JZiiQm Japan, which is 

probably quite good if you 
know your way round a 
Japanese dictionary. Hn )f64 
L / mouse is unlikely at the 
HL moment, but maybe when the 
64DD is released and is being 
used to surf the Internet 
Nintendo will make one 
- we really don't 
know yet. 

4. As yet we'ue not 
really seen 

anything much on Mortal 
KomhatSB, War Gods 
V\ (reviewed this issue) 
is basically a 3D 

version of Mortal KombatWiOMqYi, 
so see what you think. ,^1 

5. Ule actually requested " J 

readers' pics last month so 
as soon as we've got 
enough to fill a page, we 
will do just that. 

B. There's a distinct 
possibility that we would. 


I bought the third issue of your 
mag last week and after reading it 
from cover to cover I have to say 
it's the best N64 mag on sale yet 
Thanks to you I missed out on 
Shadows of the Empire and bought 
the excellent Pilot Wings 64 instead. 

The reason I'm writing is to ask 
a few questions and delve into your 
infinite wisdom. 

Look down and you'll V 
see question one. ^ 

(Lucky you said, we'd 
never have found it 
otherwise — Ed). 

1. I've heard JH 

through the grapevine 

that the Sega 7 

Saturn will be ./AM 

getting keyboard, \ 

modem and 

printer upgrades 

as well as other such 

peripherals. I know that / 

the N64 might get a 

modem via the 64DD drive but what 

about the other PC type goodies? 

2. Zelda 64 is coming out on 
cartridge first and then on the DD 
drive. Will they be separate games 
or will the 64DD version just be like 
an upgrade? 

3. Are there any decent point 
and clicks coming out for the N64? 

If so, are there any plans for the 
release of a mouse? 

4. My contact at Acclaim told 
me something about Mortal Kombat 
3D. I didn't get a chance to read 
through the complete dossier as my 
dog ate it! Care to shed any light 
on the matter? (Not on my dog, on 
the game!). 

5. Your mag is best and has got 
everything, right? WRONG! It is best 
but doesn't yet have a piccie page. 
Please with knobs on, do a picture 
comp, every month where T64 
devotees send in artwork of their 
fave N64 characters. Best one wins 
some cool prizes. How about it? 

6. Will you print my piccie if I 
send one in next month? 

Cheers very much for 
listening and keep it up! I 

Thanking you in advance I 


uitiLLy. al' ^iiu. Li&v'e lil'L'Ll tiLia 

LrULlLLlLhlttULL liLlU'ilile: Uitill til' VtiL'CtlUii 

lUllUrlLliU CLitiL'tiLrUrlta* ttU UliMi 1111111111 

iiii uiiiHl till n niiiKlltiu UlU: aua 

nuitLL^tLiU liiii uitiuituu tii'llkil: fctiilitiLrLlLLauLit Llut 

Lid.a* cilU LinuitiuiiitiL- tu tiauiniitt tiua 

fctaUlUUlLlllLni tlilllll" UltiLl LlltiEtllLllCllCll GLia Cl' til: all 

LlUtlktCllllr* un tu ti LtiLlill lrUV:U:laLLl£ l£U tlltit HUU liULl'l; LiaV!ti 
,111 L^ia Cl: (III tua Limirlu L'liuuClia til: Uiii i^tiau... i£i:titiaki... tiiil 
Lilli lllUU L'limtiLli 111 1*1111111^11111 UllUL* llUtKlllt. 


T/ie Truth 


Daniel, if you look down 
you'll find t)ie answers to your 
questions in numerical order. 

1. To be honest I don't think 
many people care what happens 
to the Saturn anymore - the 
addition of all those peripherals 
will simply turn a poor games 
console into a poor PC-alike! The 


Ross Grant 

[manchester] 
is this month’s 
suhscription 
L- ujinnerf gJ 


^The bloke in the dress is supposed to be Justin, but to show no hard feelings 
here's a picture of me for you to laugh at! (He,he, nice photo - Ed) 


(IS) Devon 
The Total 64 team as 
H84 characters, all 
except for Hick who 
appears as himself! 
Nice one Ben, keep 
them coming! 


(13) London 
Wins our 
'How many 
games can 
you fit onto 
one side of 
A4' comp. 


subecrjptio 
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In issue four, you invited comments from readers about the state of 
Nintendo affairs in the UK. 

History has already shown that Nintendo couldn't care less about 
the UK. How long did we have to wait for games for the SNES to reach 
the UK after being released in Japan and the USA? I don't think I even 
need to mention the games that have never received a UK release, 
although they have been released in America. 

I for one hope that they continue to ignore the UK. Why? Because I 
learnt the lesson ages ago, and enjoy playing American releases on an 
American machine — long live the importers! 

Owners of UK N64's who are fed up with the situation, take this 
advice: send your machines to Nintendo in Japan and ask for one 
showing the stars and stripes — they'll soon get the message! 

Yours Sincerely 

■ Tim Gunn - HertPordBUire 
The Truth... 

lUe're not sure that sending your actual machine off to Japan is a 
great idea, but like you, many of us in the Rapide Publishing offices 
haue opted for US machines ~ the UK machine ure use for reuieufing PRL 
games now spends most of its time sat in our cupboard, gathering dust, 
while we play the UK games on our US machine, using a universal 
convertor. The sad thing is that the UK machine could be every bit as 
good as its foreign counterparts, but too many software developers/ 
publishers (including the big 'H'l just aren't willing to give it the 
support it deserves, or at least not until a few months after the rest of 
the world. That's what we get for being born in a country that doesn't 
take up a big enough amount of the planet's surface to warrant Nintendo's 
full attention! 


DEAR FUNKY TOTAL 64 DUDES 


Firstly, congrats on such a great 
mag! Secondly, I am a PROUD 
owner of a US N64. Import games, 
as everyone knows, cost more and 
are harder to get a hold of. 

In your issue 3 
you mentioned a 
US/UK games 
converter, if I 

was to buy this - 

converter and 
then play a PAL version 
of, say, WaveRace 64, would I still 
have the black borders and the 10 
second speed difference, even 
though it would be played on a 
faster machine? 

Keep up the good work! 

■ Zac " London 




The Truth... 

Unfortunately the UK games 
still run at UK speed when played 
on a US console - in the same way 
that an imported game will run at 
full speed when played on a 
UK machine. It's our 
televisions over here 
that dictate the speed 

_ (or lack of it) in the 

games - the consoles 
are almost identical 
in every way, but the cartridges 
are designed to run according to 
the standard television specs in 
the country. Our televisions are 
slower than those in the US or 
Japan and so our games have to 
allow for this. 


DEAR TOTAL 


I wondered if you may have some 
answers to the following questions, 
to help allay my concerns at the 
start of Nintendo's new next 
generation campaign. 

1. After the SNES CD-Rom (that 
became PlayStation) fiasco, are 
Nintendo really going to release the 
64DD? I ask because Zeida was due 
to be the hardware launch title but 
is now set to be cart, based. 

Mario will be the same game — 
but enhanced! Who will want to 
buy £150 worth of drive for the 
same game? 

2. Is 64 meg big enough? I 
understand half of the memory is 
writeable, this means (?) that 
the maximum game code is 32 
meg. That is just 8 meg 
more than the maximum 
cart. Can the cost of 
the 64DD be 
justified with such 
a small benefit? 

3. If I am wrong about 
the size of memory, does this 
mean speech will at last play a part 
in games? 

4. My favourite game of all time 
is Tomb Raider. After reading the 
promising Lara news in issue 3, I 
wondered if you could tell me how 
many megs of memory it took? The 
reason I ask is that with the 
memory restrictive Nintendo only 
having (at the moment) 24 meg 
available, will the forthcoming Tomb 
Raider 2 have any chance of fitting 


onto the 24 meg cartridge or 32 
meg DD, or will we be subject to 
selective editing of the game? Gah! 

Most of the above would appear 
to be 'having a dig' at the big N, 
however I have been incredibly 
pleased with the visuals and 




gameplay of most 
launch games ie. 

Turok, Pilot Wings, Mario 
and even certain parts of 
Shadows of the Empire. 

My last point links to your 
comment on the letter by C.Platt in 
issue 3; 'Publishers are waiting for 
more consoles to sell...' 

I purchased mine when the 
second batch arrived in the country 
at £250. Lo-and-behold, eight weeks 
on and the price 'plummets' to £149. 
I realise that all new products have 
a premium period eg. PlayStation, 6 
months at £287, but it is taking the 


l<f|riTiffcri-Tr 

(sorry, we're not allowed to print 
that word — Ed) to drop the price 
so drastically in such a short 
period, when — bar two new UK 
releases, all the software is the 
same. I therefore, referring to 
C.Platt, look forward to a bursting 
bag full of software flooding 
computer stores. 

Lastly (get on with it, you 
said that last time — Ed) 
when/if the 64DD is 
released. I'll wait 8 weeks 
and save myself £100 off 
the opening price, and 
then look forward to the 
two games I'll be able 
to play on it. 

Yours is a top 
magazine 
and the 
only one I 
look out for 
on the 
shelves. It's 
good to see 
p honest scores, but 
the scores for 
Shadows of the Empire 
were too high. It's got 
three good levels, Hoth, 

Skyhook and Asteroids, and 
that's three out of ten — that 
equals 30%. This is either 
accurate or me just feeling like a 
prat for buying it! 

Hope I haven't whinged too 
much (No... of course not! — Ed) 
but I feel better for getting it off 
my chest. 

Yours 

■ dell Pugh - BromsgrovB, 
UJorcB. 

The Truth ... 

Thank you Neil, foi attempting 
to fill the entire letters section uiith 
your essay - surely as an HB4 owner 



you have better things to do with 
your time. Oh well... 

1. The 64DD will be released in 
Japan this Christmas, the reason 
Zeida is no longer the launch title is 
because the RPG hungry Japanese 
weren't willing to wait until 
Christmas to play it. 

2. Ule'll let you know when 
we've actually played a 
640D game, stop worrying 
about megs and just enjoy 
the games! If you're 
convinced that the 
64DD will have only a 
small benefit, then hey 
‘ - nobody's forcing you 
to buy one are they! 

3. Does it really matter 
that much? 

4. I've probably 
completed Tomb 
Raider mQie times 
than you've loaded 
it - and I couldn't 
care less how many 
megs it takes up. 
Ulhat matters is that 
it's a great game, fls for 
whether or not it'll fit onto an 
H64 - well Mario 64 fits quite 
comfortably and only uses 
60% of the machines 
capabilities, so I'm sure 
they'll manage. 

If you really want to wait 
eight weeks for the 64DD 
that's your choice, but I 
wouldn't worry about it 
because you'll be 
waiting for at least 
another 70 weeks before 
you even have the chance 
to buy a UK version! 

Your score of 30% for Shadows of 
the Empire is slightly harsh in our 
opinion, so yes - it's just you 
feeling like a prat for buying it! 
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R couple oF neui hot shots have arrived 
this month in the Form oF Ben Robbins 

and Shahin mastaFa - iet us knouj iF 

you can beat their top times. Those oF 
you mho are into tricks shouid aiso take 

a iook at the scores From ‘Steps’ - 

they should take some beatinyl 


I am a keen N64 owner. I was lucky 
enough to get one on March 1st 
and now I've nearly finished Mono, 
with only 5 stars left to get. I also 
have got Pibtwings and WaveRace 
and I think they are both cool! 

Anyway, before your mag came 
along I read the official Nintendo 
mag but I prefer your mag because 
yours is better written and 
presented and I like your style. I 
have one question. How come- 
James Gale doesn't like the Mario 
series? OK, so it's not perfect and I 
can forgive him for 
hating the blue 
sad one but I 
can't help 
thinking that 
he's got a 
few screws 
loose, if you 
know what I 
mean... No 
offence 
though. 
Apart from 
that, the 
mag is 


wicked and I thought issue four's 
poster was cool. Oh, and are you 
meant to cut out the Turok cartoon? 
I ask because the last page has a 
feature on the back of the page. 
Never mind. Thank you Total 64, for 
providing the best N64 mag around, 
and keep up the good work. 

■ Phil[ip] Smart - Stoney 
Stanton, LBiCBStershirB 

ne Truth... 

James has always fancied 
himself as being a tad controueisial 
and so when we all started rawing 
about Mario 64, James had to do the 
opposite. I can exclusiuely reueal 
howeuer, that he has since bought a 
copy of Mario 64 and comes to work 
euery morning telling us about how 
late he was up playing it and how 
many stars he's got. 

Glad you liked the poster and the 
Turokzr^miz strip. The comic wasn't 
originally intended to be a 'cut out 
and keep' and that's why the last 
page was on the right hand side - to 
be honest I couldn't bear to take a 
pair of scissors to my copy of Total 
64 anyway! 


■ CtiriBS VBnn [Ik] - UJBStbury, UJilte. 

The Truth... 

UJise words mate! Hone of us in the Total 64 office haue actually heard of 
anyone who wanted to sell their H64 (except for a few retailers who seem to 
be selling them by the lorry load!) but I'm sure that your uplifting speech 
will haue struck a chord with anyone mad enough to even consider it. 

Unfortunately once you've collected 120 stars in Mario there's not much 
else to do - although there are rumoured to be a few hidden extras as well as 
the well known 'Cannon up to the roof of the castle to meet Yoshi'. Try 
racing the penguin again and he should be a lot bigger than before - let us 
know if you find any others. 


I've been reading your mag and think it is by far the best mag for the 
Nintendo 64 — back to the point. After reading issue 2, I went straight 
out and bought an N64 with Mario and FIFA which I am very pleased with. 
I'm writing to you to tell all those people who bought an N64 and are 
thinking of selling it, or are moaning about it because of the lack of 
games, don't lose faith in Nintendo — take the NES for example, it wasn't a 
hit to start with because everyone had a Spectrum or a Commodore and 
didn't accept the NES because you couldn't make your own games. But did 
Nintendo give up? No! Nintendo didn't give up and as a result the NES was 
a big seller and by the far the best 8 bit console. 

So just take a look at these games coming out like Mario Kart, Starfox, 
Blast Corps, Doom and Duke Nukem 64 and have a 
rethink about selling — you would be stupid to sell it. 

PS. Keep up the good work with your brill mag. 

I went out and bought Wove Race 64 after you 
gave it 96%, it's excellent. 

I've finished Mario 64 with 120 stars, are 
there any cheats to make it last longer? 

Thanks for your time 


Ufhen sending 
in your 
scores2times 
please include 
a photo to 
prove that 
you're not 
making up 
numbers at 
random, and 
possibly a 
photo of 
yourself which 
will make it 
into the mag if 
we think you 
deserve it! 


Dolphin Park 

Trick Score: 20080 
- ‘Steps’, Birmingham 


Tiuilight City 

Best Lap (US): 0’31.876 - Justin Calvert, Total 64 
Best Race (US): 1’39.179 - Justin Calvert, Total 64 
Best Lap (UK): 0’36.731 - Shahin Mastafa, Cardiff 
Best Race (UK): 1’53.029 - Shahin Mastafa, Cardiff 
Trick Score: 15462 - ‘Steps’, Birmingham 


Glacier Coaat 

Best Lap (US): 0’30.989 - Justin Calvert, Total 64 
Best Race (US): 1’41.047 - Justin Calvert, Total 64 
Best Lap (UK): 0’35.061 - Shahin Mastafa, Cardiff 
Best Race (UK): 1’53.970 - Ben Robbins, Devon 
Trick Score: 11381 - ‘Steps’, Birmingham 


Southern leland 

Best Lap (US): 0’25.308 - Justin Calvert, Total 64 
Best Race (US):1’21.818 - Justin Calvert, Total 64 
Best Lap (UK): 0’30.279 - Ben Robbins, Devon 
Best Race (UK): 1’39.435 - Shahin Mastafa, Cardiff 
Trick Score: 12124 - ‘Steps’, Birmingham 


Sunny Beach 

Best Lap (US): 0’21.017 

- Ian Thorley, Dyfed 
Best Race (US): 1’06.804 

- Ian Thorley, Dyfed 
Best Lap (UK): 0’25.250 - Ben Robbins, Devon 
Best Race (UK): 1’19.747 - Ben Robbins, Devon 
Trick Score: 12792 - Shahin Mastafa, Cardiff 


Suneet Bay 

Best Lap (US): 0’23.714 - Justin Calvert, Total 64 
Best Race (US): 1’15.999 - Justin Calvert, Total 64 
Best Lap (UK): 0’28.531 - Ben Robbins, Devon 
Best Race (UK): 1’29.306 - Ben Robbins, Devon 
Trick Score: 11337 - ‘Steps’, Birmingham 


Drake Lake ■ 

Best Lap (US): 0,25.184 - Justin Calvert, Total 64 * ^ 

Best Race (US): 1’20.007 - Ian Thorley, Dyfed , 

Best Lap (UK): 0’30.296 - Shahin Mastafa, Cardiff ^ U 

Best Race (UK): 1’33.433 - Shahin Mastafa, Cardiff 
Trick Score: 17172 - ‘Steps’, Birmingham 

marine Fortrese I Ian Thorley is 

Best Lap (US): 0’26.576 - Justin Calvert, Total 64 the first reader 
Best Race (US): 1’35.502 - Justin Calvert, Total 64 to take on 
Best Lap (UK): 0’29.693 - Shahin Mastafa, Cardiff Justin's US 
Best Race (UK): 1’40.104 — Shahin Mastafa, Cardiff times *- come 
Trick Score: 14354 - ‘Steps’, Birmingham on you lot! 

Port Blue 

Best lap (US): 0’29.927 

- Justin Calvert, Toiai 64 
Best Race (US): 1’33.S76 

- Justin Calvert, Tot/u 64 
Best Lap (UK): 0’34.944 

- Shahin Mastafa, Cardiff 
Best Race (UK): 1’47.178 - Shahin Mastafa, Cardiff 
Trick Score: 1846S - ‘Steps’, Birmingham 
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on your brakes immediately and 
you will see your character 
whistle (a small speech bubble 
with a note in it will appear) 
and you won't skid out. The 
faster you are travelling when 
you hit the banana, the more 
time you will get to react. 


Boost start 


To get the best start possible, 
hold down the accelerate button 
between the second and third 
lights. The timing varies slightly 
for each character, so you will 
need to experiment to find the 
perfect start. 


Boost Trick 

When you hold down the R 
button to powerslide round the 
corner, 'steer' the joystick in 
the opposite direction and back 
~ the smoke will change from 
white to yellow if you have 
done it correctly. Repeat the 
'steering' motion again and the 
smoke should change from 
yellow to red and give you an 
extra boost! 


Bvsrtaking 

If the kart you are trying to 
overtake has the same speed or 
is faster than yours, here's how 
to manage it. Drive directly 
behind your opponent in order 

P to get into their 
^ 'slipstream' a la 

Formula 1, You will 
know when you are in 
the slipstream when 
you see jets of air on 
either side of your kart. 

" This will propel your kart 
towards the one in front and 
then, at the last minute, you 
should pull out from behind to 
overtake. Be warned though — if 
the person ahead of you is aware 
of what you are doing and is 
armed with a green shell, you 
could soon be blasted right off 
the track! 


mirrored 

Tracks 

Complete the game by collecting 
the gold trophy in all the four 
cups and you will then get the 
opportunity to race all of the 
tracks in mirror mode. 


Bananas 

It is possible to stop yourself 
from skidding if you happen to 
drive on a banana skin. Just jam 
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Mushroom Cup 


Kalimari 

DBBBrt 


This is a long but generous 
course if you can stick to the 
track. Once you leave the racing 
surface you will slow down 
considerably, so stay on at all 
costs. The main obstacle is the 
train, which circles and crosses 
over the race track at two 
points. If you encounter it then 
you will be forced to stop to 
avoid one almighty crash! 

Unfortunately there is no 
shortcut to be gained by driving 
on the track — you will either 
end up going the wrong way or 
being slowed down by the rails 
and believe me, the risk of 
crashing into the train is too 
great for this to be worth it. 


Boitib rBlativBly Bhart and Baeu couroBB 

to gBt you BtartBd-but it'B Btill bandy 

to bavB a Pbuj trickB up your bIbbvbI 




















Luigi RacBUjay 


The simplest and probably the 
easiest course in the game is 
best raced in one of the fastest 
karts, such as Bowser's, to get 
the fastest time, but it is quite 
possible to win with any other 
character. Use the slipstream 
technique described previously 
to overtake on the straights, and 
around the bends stay as close 


to the inside of 
the track as | 

you can. 

There is also ^ 

a sneaky extra " 
powerup to be gained, which 
floats around the course on the 
bottom of a hot air balloon. To 
get it jump up using the right 
shoulder button. 


This is another rather 
straightforward course which 
is nothing more than an 
oval but it can still make 
for an exciting race. Try to 
stay in the middle of the 
track, as this is all flat and 
your kart will thus go a lot 
faster than if it is on the 
slopes at the side. Steer 
well clear of the moles — 
don't even think about 
driving over their holes 
because one is more than 
likely to pop out and blow 
you up, losing you time. 




4th 

0 




in 




This is a bit more like it! Things start getting a bit more interesting 
with the beach course. There are a couple of useful shortcuts which 
will take seconds off your time. The first and most 
■ wiwwys obvious is a cave through the rock. To get to it you 
have to go up a ramp and then use a speed boost — 
^ the tunnel will bring you out under a waterfall. If 
'0 /T ^ haven't got a mushroom or if you miss the ramp 

* I then you can go for the ; ^ _ 

second short cut. When 

...^ you see the natural rock • 

arch, go outside it to the right instead of 

going under it. This will take you out onto 

a sand bank across the bay. Be careful ^ 

though, as the bank is tidal and is crawling 

with nasty crabs that will make you spin 


m 




rv?o 


hit 


them 


out 


you 


S ZGft 


73 
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Forget the FleiuerB, you uioo't 
have time to take in the scenery 

on these courses-and don't 

Forget your highmay code! 


Snoiuland 


cause problems. You can avoid 
them totally by going round on 
the right hand side of the Mario 
snowman but this route is longer 
and you will lose ground on your 
opposition. If you decide to go 
through this relative minefield, 
then I suggest you drive in a 
straight line as much as possible, 
steering only when one of the 
snowmen is in your path. 


Choco 


mountain 


This mountain track 
can be an absolute ♦ 

nightmare. Watch out 
for the falling rocks — 
you'll be squashed if you 
are unlucky enough to be hit 
by one. Try sticking to the right 
hand side of the track to avoid them. Also there is a part 
of the track just after the falling boulders where, if you fall off, 
you will have to retrace your steps to get back in the race. You can 
use this to your advantage though by trying to force opponents off the 
track. Just make sure you stay away from the edge at all costs! 


The first of the snow courses has 
only one main obstacle — the 
small snowmen that pop out of 
the ground. There are a couple 
on their own but most of them 
are found near the giant Mario 
snowman — and they can really 






El 










a 


itk. 


One of my favourite courses which involves racing round a 
motorway whilst having to avoid the moving traffic. This can 
mean an exciting race, with the lead changing hands every 
minute as the karts crash into school buses and juggernauts. If 
you see two vehicles overtaking then there will be no room for 
you to pass, so slow down — this is much better than being 
blown up by making contact with one of them. Other than that, 
try to stick to the left hand side of the track as this is where 
all the power ups will appear. 


liJMfllj 


As with the Mario GP tracks in 
the SNES version of Mario 
Kart, you can cut 
corners drastically on 






' this track. Try driving on the grass rather than 
sticking to the tarmac when you approach the 
corners. The trouble here is that by leaving the 
track you risk colliding with one of the nasty 
man-eating plants that frequent the side of 
I the road — hitting one of these will see you 
^ blown into the air. If you decide to race on 
the track then use the powerslide button when 
entering corners and release it just as you are 
' leaving them — this will give you better acceleration. 
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This course's wide track and 
mud-like surface make it 
ideal for taking corners with 
the powerslide. However, it 
is easy to overdo the sliding 
into the corners and you can 
find yourself skidding more 
than you need to. This will 
have the effect of slowing 
you down and we don't want 
that, now do we? Try to turn 
early into the corners so 
that you cover less ground 
and are able to accelerate 
quickly away. Also, when you 
are driving over the many 
bumps and hills found on 
this course, be careful not 
to adjust your direction too 
much or you will skid on the 
loose surface. 

Try this tip for the two 
player versus mode: if you 
are a long way back on your 
opponent and happen to 
collect a lightning bolt, wait 
until they are about to jump 
off of the huge ramp before 
you use it. If you time it 
right they will fall down onto 
the track a fair distance from 
where they began — letting 
you take the lead. 


B One of the longer and harder courses 
in the game, the trickiest part being 
those Thwomp rock-type blokes who 
have a habit of falling down on you 
and squashing you flat. There are three 
rooms of the castle where they appear, 
the last one being the easiest to 
negotiate. The other two can be a real 
pain, especially the one where two Thwomps start at the far end 
of the room, then follow you to 
the exit and fall down right in 

to 

the on the 

way the Thwomps will follow you 
away from the exit and will not be 
there when you take it. 


';£{Xg(QQ}<’SnS} 


RacBiuay 


The Princess' home race track 
and it's built just outside her 
castle — in fact if you have time, 
you can go and visit it. Just 
after the massive jump over the 
river you can take a sharp right 
turn straight into the castle 
grounds! This serves no purpose 
but it looks nice. 

Apart from that there are the 
usual shortcuts to be taken as 
described in Mario’s Raceway but 
you should be careful around the 
last bend into the home straight. 
Taking it too fast will mean a 
dip in the lake, so it's advisable 
to drive carefully — or even 
straight across the grass — to 
avoid this happening. 


Sherb^rt Land 


The more difficult of the two snow courses in the 
game — you will find plenty of obstacles to get 
in your way, not least the icy water. Falling in here 
will freeze your character and the ice will have to 
thaw before you can continue — steer well clear! 

When approaching the cavern with penguins in 
it you can gain an extra bonus by driving round 
the right hand side of the huge rock outside. 

When you go into the cavern, stay on the left to 
avoid most of the penguins and take the shortest 
route through. 
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Donkey Kong's home 
track — and he is 
probably best 
suited to winning 

^ ^_J^H|B|||b it. There are a 

couple of extremely 

H^HlI annoying obstacles: 

try to stay on the 
mud track or you 

A J ^will find that the monkeys (I assume that they are 
Y monkeys) will start throwing rather pointy coconuts at you 
I — and they never seem to miss! As you go over the big jump, 

I steer slightly left to make a slight short cut — if you overdo it 
” though, you'll end up in the river. When you go into the cavern 
over the rope bridge, there is a slight short cut to be taken. 

Rather than following the track right around the rock, go straight 
up it about half way along. Your momentum should see you reach 
the top, then turn left to get back on the track. 


^1x5 or am 


The Banshee Boardwalk can be a dangerous place to be if 

you are racing at ISOcc. The slightest mistake can see 

you skid off the boardwalk and into the water. There is 

a short cut to be taken if you are sharp 

enough: when you enter the castle, you have t 

to turn right. If you then take a sharp left ^ E 

straight after (to the left of the pillar) then 

press the shoulder button to jump the gap, ^ 

you will gain on your opponents. Also in the i M 

B castle are the bats — get hit by three 
of these and you will spin out. 


flat as haril as thoss in the snES original, but by 
Far tba mast cballsnging an the BM spectacularl 


A confusing course because you 
won't know who is in the lead 
until you cross the finishing 
line. You can get a rough idea as 
to your position by the power up 
you collect — if you are getting 
bananas or green shells then you 
are probably in the lead or 
second. If you are getting stars 
and lightning bolts then you are 
looking at last place. I'm afraid. 

It can also be confusing as 
there are multiple routes to take 
through the course, which can 
result in you going round in 
drcles. My advice is to always 
turn left when given a choice, as 
this is the quickest way to the 
finish line. When approaching 


Rainbaiu 

Road 


The longest and most colourful 
course in the game doesn't have 
too many obstacles to hurt you 
you. Just make sure that you 
avoid the Bob-bombs that will 
try to eat you as they fly past. 
There is also a rather long drop 
just after the start — stay in 
the middle of the track or you 
could find yourself floating off 
into space! 


the giant egg steer away from it 
and go round the side — it is 
far too risky to drive close to it, 
as it has a habit of changing its 
direction at the last second and 
squashing you. 


Banshee Boardiualk 
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UJin lUITH TOTHL 6M ITIRBRZinE! 
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It thou Haiio? 


The multiplayer game 
that no nek oumer 
should be mlthout has 
Finally arrived in the UKI 
To celebrate. THE Games 
have yiven us a copy oP 
the yame and a load oF 
joypads to distribute 
amonyst our readership. 


Umeiefoie 






incMgjo 






I ^^UJario lai Bob Hoekino 
Luigi ?2«^yoshi 


CLOSING DATE: August 1st 1997 


. Write your ansuiere on the back oF a postcard or 
% sealed doujo envelope and send them to: 

' \ Who’s Karted? Comp. Tothl GM. Rapide Publishing. 

1 Roman Court. MB IIbui north Road. Exeter. EXM MER 
RIternatively you can email us your entries at: 
totalBM@rapide.co.uk 


RULES: Entries to arrive no later than 8th August 1997, the editor's decision is final and 
no correspondence will be entered into. Employees of Rapide Publishing and participating 
companies are strictly forbidden from entering. 
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... And i'ia tior goiij&to mo\»€ 
AW \^iCM SHe TURK^S 
0\)eRT0TAKi HGR r—^ 

vpiesTv''--^ 


SHOT UPwhtuYou^ y 
»M TRtIMG TO 

ia)vJcmniATe 






























































































AT 30,000 B6feT.. __ 

sc»Ae owseyoTroPcfc ^ 
(SCAOSlKife OOR PlAMfc ID PeRfDRMj 


ewDiees. 6 N 2 i?eu t^oua ! v 



we'ui, Mwe TO WAKfc AM eMeft&eMDy 
UAViOlM6...■'^AT park. WIGHT rtetP 


■^preMTHeBiOkM— 


lT'SKlORK\We»l GOlkiCa 

TO TORKi'. 



COOU‘ « had »iO l06A WY 
weMTAu PovMei^ 
IfHM" STROKES. 



rwiri riOMS about I lAllUU 
Aw. OF YOU IMTO PHOWl MG OR 
Vl&ITlMG -TMe IMPAKVOOS 

CO*^POTeR 

eo^Af^? 


v’oovOiu.6oY'rHeiATesrRei£A.ses ATiwe UHMesTP«4C£S.YoowiU, 

PAW-€K YOUR Oti> STUFF TOvOARDS BRAiMD Ki6UJ ireAA$ • VOU lAlILt 

GASP IM AIa) 6 . at THG lARGeST STOCK OF l^D TlTieS IM 

■me NINTENDO 64-NEW RELEASES 

CO GO TOOUOliMAKEflS (JAP) • DEV (JAP) * WHO CHOPPEKS (JAP) • STAOFQX 64 (US) 
OOeOTECH (US) * HEXEN (US) * GOIOENEYE (US) * OfliFI KING (US)»i.S.S 64 (UK) 
KIllER INSTINCT (UK) * MARIO KART (UK) 

fUTSIATION-NW RELEASES 
TIME CRISIS JAP 

KING OF FIGHTERS 96 JAP 

iMOUREOmE JAP 

PITZ JAP 

iTREETFIGHTEREX JAP 

iT IN THE SHELL JAP 

I.S.S.PRO UK 

RAGE RACER UK 

R0A0RA6E UK 

V-RALLY UK 




TOKYO HIGHWAY BATTLE 

UK 

£42.99 

£CAlt 

TENKA 

UK 

£42.99 

£Ull 

SYNDICATE WARS 

UK 

£42.99 

£ULl 

SAM* NEW RELEASES 



£ULl 

X2 

JAP 

£ULL 

£ULl 

GROOVE ON FIGHT 

JAP 

£CALL 

£CALl 

WAKUWAKU7 

JAP 

£CAU 

£42.99 

ANARCHY IN THE NIPPON JAP 

£CALL 

a2.99 

FIGHTER TEAM 

JAP 

£CAa 

£42.99 

MARVEL SUPERHEROES 

JAP 

Likii 

£42.99 

BIOHAZARD 

JAP 

£CAa 



You UO'tU VISIT oMt Of TMeiRTlP-TOP 
BPAMCHCS ' OR ORDeR GOODS OL/eR* 
■roe BijOgOeR wnw A CReoiT CARD.. 


NEW BRANCH NOW OPEN IN BIRMINGHAM!!! 



ALL 008 SHOPS ARE OPEN 7 BAYS A WEEK... 
10AM-7PMMON-SAI.1UO-S.30PMSON 
EVERVeOOV WELCOME. ESPECIALLY GIRLS. 


CENTRAL LONDON 
32 RATKBONE PLACE 
(JUST OFF OXFORD ST) 
LONDON W1 
0171 6362666 


AmoYOU WILL 
e^TOY iTj 

'OkCKf<SS 


CENTRAL LONDON 
219 TOTTENHAM CTRO 
(OPP. POLICE STATION) 
LONDON W1 
0171419 2590 

CREDIT CARD 

HOTLINE 


HARROW 

282 STATION ROAD 
(OPP.OEBENHAMS) 
HARROW, MIDDX 
0181427 5800 


BIRMINGHAM 
30 CORPORATION ST 
(UNOER VIRGIN) 
BIRMINGHAM 04 
01212002330 


0171636 2666 


aOB VACANCIES 

So, all jobs suck do they? 

Not when you're working for us. 

1) Assistant Manager, Games Dept. 

Hard working, responsible, ambitious gaming 
freaks required for our rapidly-expanding empire. 
Opportunities in both London and Birmingham. 
Starting salary between 8.SK - lOK, depending on 
experience, first year OTEI2K - I6K. But you gotta 
be an expert on everything from retro classics to 
brand new platforms. PC experience a definite plus. 

2) Assistant Manager, PC Dept. 

Similarly ambitious, liard-working and 
responsible staff are required for our hardware 
departments. And we're looking for experts here, 
too: you'll need to be able to diagnose and upgrade 
PC hardware, as well as possessing an encyclopaedic 
knowledge of the inner workings of the machines 
you II be selling. Opportunities in London and 
Birmingham. Starting salary between I OK - I2K, 
depending on experience. First year OTE I5K - I8K. 

Interested in either position? Then call 0171 916 8420 
and ask for Bobby, or fax your CV on 0171 380 0910 . 
Terminal geeks can e-mail their vital statistics to 

awarham@cex.co.uk 

Hokey cokey? 









































































The Players an(itheir Teams 


inTERRHTIOnRL 


BUPERSTRR BOCCER 






not since SensitilB Soccer a Foaty game 
captivated the oPFice iike ISS Bk. To heraid the 
arrivai oF such a iandmark titie, the Rapide 

teams took to 
the pitch... 


mark Smith 




An ardent Arsenal supporter (uiell, he's been to see them once in 26 years) 
Marie's team was, predictably, full of Highbury stars - both past and 
present. Unfortunately, his defence failed to live up to its reputation. 


Kick OFF 


Foregoing the traditional Charity 
Shield curtain raiser, the season first 
kicked-off with a match between two 
of the pre-season title-favourites, 
Justin and Nick. 

After a tense opening spell, the 
game erupted into life early in the 
second half with Justin taking a 1-0 
lead. Nick, full of fight, camped in 
Justin's half as he desperately sought 
an equaliser. With the ninety minutes 
up, Nick's pressure finally paid off as 
the ball flew past Justin's stranded 
keeper and into the back of the net. 
With the match now well into injury 
time, it seemed inevitable the game 
would end as a draw, but Justin's six 
year olds had other ideas. Straight 
from the kick off they marched down 


Justin Calvert 

Although an auid Bolton fan, Justin's team lacked any big name players. 
Instead, his team was made up of a bunch of six year olds! UJhen asked about 
his team, he murmured something about prefening to play with young boys! 

miles Buttery 

Hailing from up north. Miles grew up as a UJolues supporter. Bather than a 
team of Molyneux legends though. Miles' peculiar fetish for hair got the 
better of him as he fielded a team of long-haired footballing legends. 


Chris marks 

Ever since he was a wee lad, Chris has had to liue with the misfortune of 
being a Chelsea fan. As it turned out though, it wasn't the Chelsea players 
who won him the title, rather a Mr C.Marke who bagged a staggering 32 goals. 




L. 



Hick Junes 


The Aapide footballing maestro decided to guarantee his success by playing 
himself in all eleven positions! Some nifty cloning saw eleven Hick Joneses 
taking to the pitch - and we thought one was bad enough! 


L Simon Lovell 


Coming into the league as a rank outsider, Simon was widely expected to 
be holding up the division come the end of the season - and he certainly 
didn't disappoint! 


John Evans 


A part-time Torquay supporter, Jon's team consisted of a mixture of not 
so great Gulls players and his family. With an uncharacteristically tight 
back four, Jon's problem wasn't conceding goals, but scoring them. 
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IRTERnHTIOnHL BUPERSTHR 




▼ The PflL version actudUy runs 
faster than the HTSC one, making for 
some frantic gameplay. 


held his ground until the last minute, 
when two quick goals earned Chris a 
3-3 draw. Having dropped two points, 
the chance was there for Jon, Justin 
and Nick to close the gap. Jon, going 
down 2-1 to Miles, all but blew his 
chances of title glory, but Miles was 
now breathing down Chris' neck. 

At the other end of the table, Nick 
managed to string a couple of draws 
together and began clawing his way 

Simon's position ' 

also looked^ ^^ 


The eventual Cup 
and League uiinners 
go head-to-head in a 
truly gripping 
confrontation. 


After 

y exhilarating start 
^1^ to the season, the 

IBS league settled 
in to its stride 

with John, Miles and Chris all picking 
up points at the expense of Mark and 
Simon — Simon's underdog status 
proving well founded as his defence 
leaked goals all over the place. 


the pitch, riding Nick's increasingly 
desperate tackles, before Medworth 
calmly slotted the ball home with the 
very last kick of the game. The 155 
league was truly underway! 


mid'season 

Blues 


At the half-way stage a clear divide 
separated the top four and bottom 
three clubs. At the top of the table, | 
Chris, with six wins out of six, seemed 
to be running away with the title 

( after John, Miles and Justin had 
all slipped up. Could anyone . 
make a fight of it? In the 
end it fell to bottom club, 

Simon, to peg Chris 
back. Consumed by 
complacency, Chris' 

Chelsea team were 
/ rattled by young 
Simon's rapidly ^ 
improving eleven. After going 1-0 
up, Chris was shocked into 
silence as Bart Simpson a 

slammed home a first half 
hat-trick to steer Simon 
into a shock 3-1 lead. A 
severe rollicking saw 
Chelsea emerge as a 
different team and the 
pressure was on. Simon 


volume one 
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David Beckham 
Riuard For Player 
most Likely To 
Pull H Spice Girl 


Chiis Haike 

Ulith a Championship 
medal under his belt 
and 32 goals to his 
aedit, there uiasn't 
much of a contest for 
this one as C.Narke 
romped home as the 
player most likely to 
have a romp with a 
Spice Girl. 


UAtO«6 


Georye Graham Ruiard 
For Bribery 

Hark Smith 

Ufith a record as woeful as 
Niddlesborough's, 

Nark decided to 

resort to his one ^ 

and only asset - 

money, in a last, j 

desperate attempt 
to secure some 
points for his 
struggling Arsenal 
an 

unashamed George 

Graham fan. Nark, was seen 
talking to several Norwegian 
agents with brown paper bags in 
both hands. Unfortunately for Nr 
Smith, bribes of five and ten 
pounds and threats of instant 
dismissal failed to sway any of 

L the /SSteams. Ulell, not all of 
them anyway 
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SPECIAL 
AWARD 

Kevin Keegan 
Huiard For 
Sorest Loser 


Jon Evans 

Not only ufinner of the 
ufhinger auiaid, Jon 
pioued something of an 
all-rounder by picking 
up the sore loser award 
too! Having gone down 
2-1 to Niles in a game he 
had to win, Jon resorted 
to physical violence in 
order to vent his 
frustrations. Lucky for 
Niles he's a wimp! 


▼ Justin's 'Yellow Army' of eleven 
year olds. Look at those legs! Nmm... 


LUinners 

As the season drew to a close, Jon, 
Justin and Nick could all draw cold 
comfort from middle-table obscurity, 
whilst the title battle went right down 
to the wire, with Miles needing a win 
against Mark and desperately 
needing Chris to slip up 
against Nick and his 
team of clones. At 
the other end of 
the table, the 
relegation battle 
had also come 
down to just 
two teams, 

Simon's and 
Mark's, who still 
had to play each 
other twice. With 
Premiership survival at 
stake, the matches were 
understandably highly-charged and 
with the teams just three points apart 
and six points up for grabs, it was now 
down to who could hold their nerve as 
much as footballing skill. 


Unfortunately for Simon his team of 
Simpsons' stars seemed incapable of 
coping with the pressure and played as 
disfunctionally as you'd expect from 
the cartoon stars. Mark roared to a 5-1 
lead in the first half of the first clash 
and not even a brave fight back could 
save Simon from a 5-4 

defeat. Having eased six 
points clear with 
only three points 
to play for, Mark 
was staying up 
and Simon was 
right down. 

At the other 
end of the table 
things were 
looking good for 
Miles. Having got 
the win he needed 
again Mark, it was all 
down to Nick taking points 
off of Chris. As the half-time whistle 
blew in the season's finale, Chris had a 
2-1 edge, but Nick was by no means 
out of the running. Could he win the 
title for Miles? The packed crowd 
waited eagerly for the kick-off of the 
second half. It wasn't to be for Miles 
and his team of long-haired hippies, 
though. After conceding an early goal 
to the irrepressible C.Marke, Nick's will 
to fight crumbled and the title slipped 
from Miles' grasp as Chris eased to a 
5-1 win. 


was looking destined for the drop after 
a 9-2 defeat by Chris and 4-1 drubbing 
by Justin saw him slip to the bottom 
of the table. 


Last minute 


32 

C.Narke 

(Chris) 

17 

Ulright 

(Nark) 

14 

Bully 

(Niles) 

13 

Homer 

(Simon) 

12 

Horrish 

(Justin) 

11 

Ja.Evans 

(John) 

10 

Bart 

(Simon) 

00 

Smith 

(Nark) 

07 

H.Jonesl2 

(Hick) 

07 

Nedworth 

(Justin) 

07 

Hughes 

(Chris) 


AWARD 

Ian Ulright Huiard For 
Violence On The Pitch 


Nark 

Smith Jjjb 

Lacking in d 

any skill, 

01 finesse ^ 

and losing 
hismatches 

ufith pure ' 

and reckless 
abandon. Nark 

resorted to bully-boy tactics in a 
desperate bid to ufin some points. 

Obviously something of a 
Ufimbledon fan on the quiet. Nark 
didn't think turice about hacking 
players dourn ten minutes after 
they'd passed the ball! Although 
this resulted in a record number 
of red cards, it also got a feui star 
players stretchered off with 
career-threatening injuries. 

. Unfortunately for Nark, style and 
^ class eventually triumphed. 
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Premier Direct Premiership 


Team Played Won Drui Lost For Against Points ^4 


Fixture 


Result 1 Result 2 


1 Chris (England) 

12 

8 

2 Niles (Argentina) 

12 

8 

3 John (Horuray) 

12 

6 

4 Justin (Sweden) 

12 

5 

5 Nark (Austria) 

12 

4 

6 Hick (Cameroon) 

12 

2 

7 Simon (Brazil) 

12 

1 


Nick 

Hick 

Nick 

Nick 

Hick 

Niles 

Niles 

Niles 

Niles 

Chris 

Chris 

Chris 

Nark 

Nark 

John 

Simon 

Simon 

Simon 

Simon 

Simon 

Simon 


Niles 

Chris 

Nark 

John 

Justin 

Chris 

Nark 

John 

Justin 

Nark 

John 

Justin 

John 

Justin 

Justin 

Justin 

Chris 

Nark 

John 

Hick 

Niles 




To become the /SS Premier League 
Champione ie no eaay Feat and it 
takes a uiiiy tactical campaign to 
produce a team that ujili survive the 
rigours oF a Full domestic 
n programme. Beloiu, in an exclusive 
^ intervieuj, Chris lllarke, manager 
oF the Premier League’s runaujay 
ujinners, provides some hints and 

I tips that may help neuj, tactically 
naive or just plain useless managers 
create their ouun customised team oF 
nll^rnnniierina sunerBtare... 



ik ik IP^ ortune always favours the brave, so don't 
get bogged down with defensive 5-3-2 
■ systems or risky offside traps. Instead 1 

select the trusty 4-3-3 formation and make full use 
of the extra width this attacking system allows. ] 

"Concentrate on getting the ball forward quickly 
to the wide attackers, either with swift one-twos 
along the deck or long channel balls played in ’ 
behind the opposing team's full backs or wing 
backs. Accuracy is vital here, so ensure your defenders and 
midfielders are all comfortable on the ball and are well versed in 
the intrinsic skills of passing and moving. In other words select 
players that are agile, quick and can pass a football as naturally as 
you or 1 pass wind. 

_ "To complement these playmakers, 

te" your wide attackers will need to 

im have the speed of a gazelle and the 

J . stamina of a rhino. This is to 
■B ensure they can keep making the 

surging runs right up behind the 
opposition's defence, even in the 
fc. dying seconds of a match, and then 

still have the strength to deliver a 
precise final ball into the box. We 
discovered last season that the most successful cross of all was the 
short pass along the ground, from just inside the opposition's box, 
near the touchline. If it is accurately cut back to the centre 
forward, a strike on goal is always the most likely outcome. 

"To make the most of your wide attackers' abilities, we now 
come to the most important player on the park — your centre 
forward. He is the lynchpin of our system and as such it is vital he 


possesses the ability to get beyond the final 
defender and smash one in the onion bag. 
"You'll need to create a forward with a stunning 
^ turn of pace over 10 yards, genuine speed and a 
thunderous shot with both pegs. With this in 
„ mind the attributes of my centre forward 
“ concentrated on speed, dash, shot power and 

— 9 accuracy, plus a generous helping of stamina — 

— — all of which were in the high 90s. 

"The fact that he subsequently went on to score 32 goals (still 
something of a record in the post J-League era) and Chris Marke's 
Chelsea All-Stars took the league title at a canter, totally vindicates 
my attack minded style. 

"Some of you may be wondering when the tips on defending 
are coming. Well, you'll be waiting a long time for those. We all 
know that attacking football puts bums on seats and if you check 
the goals For and Against columns on the league table, you'll see 
that defence wasn't my highest priority. As Kevin Keegan once said 
so succinctly (allegedly) — if you score more goals than the 
opposition you've won the game. 

"What's that? You still want some defensive advice? Well, use 
the block tackle if you're inside your own penalty area to avoid 
giving away penalties. Otherwise, it's open season, so go out and 
break a few legs with that trusty sliding tackle. It never hurts to 
slow the opposition down a bit." BM 


CJiris Marke was talking to Totrl 64 oditor Justin Calueit moments 
before being charged with bringing the ISS League into 
disrepute. His disciplinary hearing is now being scheduled. 
Those that know him hold out littleJiope for the future... 
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the whole of the USA first. The 
first thing you must do is go to 
the course select screen. Now 
hold down the following button 
combinations for different areas: 
Golden Gate Park — Left C, 
Bottom C and L 
(on top of the controller) 

Indiana — Top C, Right C and L 
(on top of the controller) 

San Francisco — Right C, Bottom 
C and L 

(on top of the controller) 


■ Recess the 
Hidden Cars 

You can select from a Jeep, 
Police Car and School Bus. The 
first thing you must do is go to 
the car selection screen. Now 
hold down Top C, Left C and 
Bottom C all at the same time. 

If you hold down those buttons 
over the '63 Muscle Car (the 
leftmost car) then you can 
choose the Jeep. 

If you hold down those buttons 
over the La Bomba (second from 


Some cheats to add that much 
needed breath oF neuj liPe into 
the rather ordinary racer. They 
don't help that much but iP 
you did buy it. these might 
cheer you up a bit. 


■ Recess to 
the Other 
Courses 


the left) then you can choose 
the School Bus. And if you hold 
them down over the Devastator 
VI (the gray car which is third 
from the left) then you can 
choose the Police Car. Holding 
those buttons down over the 
rightmost car will do nothing. 


■ Flashing 
Lights uiith 
Siren 


The first thing you must do is 
select the Police Car or the 
School Bus. Next you can pick 
any track to race on. You must 
get a "Hot Time" on that course. 
After you put your initials in on 
the "Hot Times" screen, you must 
go all the way to the bottom of 
the "Hot Times" list. Now hold 
left for about 35 seconds (you'll 
see the rollers moving 
to the left). If you 
choose the police car 
or school bus, get a 
hot time and you're at 
the bottom of the list, 
a rather spooky 
disembodied head will 
come rolling across 
the screen, saying "I 
love this job." Exit 
the "Hot Times" 


By doing this cheat you'll have 
access to three of the levels that 
you race on when you "Cruise 
the USA" but don't normally 
have access to on the regular, 
individual level select screen. 
This way you can race on the 
boards to try to beat your record 
times without having to cruise 


LtliUI irtiLl y.llLL LlliUtrLLlLy. 
LUtlLsai: LLlilLlLl illli 
Lllirtii: ITLlLltrLlLU: IrVLiLL Llllll'Xs 
lirLULLliilllLlrt' LLlLiy. LiiLill llUL’' 
!£LLLLl£Lil LniLiLlli-LLLL llL' ilLll£ 
tlLlLL IlL' ITLlLLL’Hli:!: 


screen and choose another 
board to race on. Once 
you've begun the actual 
race, press Brake, Brake, 
Accelerate fairly quickly. 

If you did everything 
correctly, the lights on your 
police car will be flashing and 
your siren will be going off, or 
the lights on the school bus 
will be going off. 


■ Ritro BooeC 


This code is activated in the 
same way as the "Flashing 
Lights with Siren" code below. 
Get your name on the "Hot 
Lists", scroll to the bottom of 
the list, then hold down the 
left button for about 35 
seconds, until the head comes 
rolling across the screen again. 

Using any car in any race, 
you can now get a Nitrous 
Boost by pressing Brake, 
Brake, Brake, Gas, Brake, Gas. 
Please note: you can only 
use this once for every 
checkpoint passed. 





























Demons getting gou doiun? monsters making gou mad? Fear not! 
Here come the Tothl 6k team, armed tuith some top level codes 
and a secret super passuiord. 


■ Sklil Level — 
Be gentlel 

Level 02: cdp8 9bj2 68zt svk? 
Level 03: cxm8 9bjy 681t jvk? 
Level 04: ddk8 9bjt 683s 9vk? 
Level 05: dxh8 9bjp 685s Ivk? 
Level 06: fdf8 9bjk 687s svk? 
Level 07: fxc8 9bjf 689s jvk? 
Level 08: gd?8 9bc? 69br ?bk? 
Level 09: gx88 9bc6 69dr 2bk? 
Level 10: hd68 9bc2 69gr tbk? 
Level 11: hx48 9bcy 69jr kbk? 
Level 12: jd28 9bct 69lq ?bk? 
Level 13: jx08 9bcp 69nq 2bk? 
Level 14: kdy8 9bck 69qq tbk? 
Level 15: kxw8 9bcf 69sq kbk? 
Level 16: lft8 9bb? 69vp ?vk? 
Level 17: lyr8 9bb6 69xp 2vk? 
Level 18: mfp8 9bb2 69zp tvk? 
Level 19: mym8 9bby 69Ip kvk? 
Level 20: nfk8 9bbt 693n ?vk? 
Level 21: nyh8 9bbp 695n 2vk? 
Level 22: pff8 9bbk 697n tvk? 
Level 23: pyc8 9bbf 699n kvk? 
Level 24: qf?8 9bf? 6?bm ?bk? 
Level 25: qy88 9bf6 6?dm 2bk? 
Level 26: rf68 9bf2 6?gm tbk? 
Level 27: ry48 9bfy 6?jm kbk? 
Level 28: sf28 9bft 6?ll ?bk? 
Level 29: sy08 9bfp 6?nl 2bk? 
Level 30: tfy8 9bfk 6?ql tbk? 
Level 31: tyw8 9bff 6?sl kbk? 
Level 32: vbt8 9bd? 6?vk 9vk? 

■ 6kill Level - 
Bring it oni 

Level 02: cjpr 9bjl 68z? qvk? 
Level 03: clmr 9bjx 681? gvk? 
Level 04: djkr 9bjs 6839 7vk? 
Level 05: dlhr 9bjn 6859 zvk? 
Level 06: fjfr 9bjj 6879 qvk? 
Level 07: flcr 9bjd 6899 gvk? 
Level 08: gj?r 9bc9 69b8 8bk? 
Level 09: gl8r 9bc5 69d8 Obk? 


Level uy: gt)/o yoc^ oyir yoKr 
Level 10: hn58 9bcO 69hr pbk? 
Level 11: h538 9bcw 69kr fbk? 
Level 12: jnl8 9bcr 69mq 6bk? 
Level 13: j5z8 9bcm 69pq ybk? 
Level 14: knx8 9bch 69rq pbk? 
Level 15: k5v8 9bcc 69tq fbk? 
Level 16: lps8 9bb8 69wp 6vk? 
Level 17: I6q8 9bb4 69yp yvk? 
Level 18: mpn8 9bbO 690p pvk? 
Level 19: m6l8 9bbw 692p fvk? 
Level 20: npj8 9bbr 694n 6vk? 
Level 21: n6g8 9bbm 696n yvk? 
Level 22: ppd8 9bbh 698n pvk? 
Level 23: p6b8 9bbc 69?n fvk? 
Level 24: qp98 9bf8 6?cm 6bk? 
Level 25: q678 9bf4 6?fm ybk? 
Level 26: rp58 9bfO 6?hm pbk? 
Level 27: r638 9bfw 6?km fbk? 
Level 28: spl8 9bfr 6?ml 6bk? 
Level 29: s6z8 9bfm 6?pl ybk? 
Level 30: tpx8 9bfh 6?rl pbk? 
Level 31: t6v8 9bfc 6?tl fbk? 
Level 32: vls8 9bd8 6?wk 5vk? 

■ Siciii Levei — 
match me die! 

Level 02: csnr 9bjz 680? Ivk? 
Level 03: c9lr 9bjv 682? bvk? 
Level 04: dsjr 9bjq 6849 3vk? 
Level 05: d9gr 9bjl 6869 vvk? 
Level 06: fsdr 9bjg 6889 Ivk? 
Level 07: f9br 9bjb 68?9 bvk? 
Level 08: gs9r 9bc7 69c8 4bk? 
Level 09: g97r 9bc3 69f8 wbk? 


Level 16: Itsr 9bb7 69w6 4vk? 
Level 17: l?qr 9bb3 69y6 wvk? 
Level 18: mtnr 9bbz 6906 mvk? 
Level 19: m?lr 9bbv 6926 cvk? 
Level 20: ntjr 9bbq 6945 4vk? 
Level 21: n?gr 9bbl 6965 wvk? 
Level 22: ptdr 9bbg 6985 mvk? 
Level 23: p?br 9bbb 69?5 cvk? 
Level 24: qt9r 9bf7 6?c4 4bk? 
Level 25: q?7r 9bf3 6?f4 wbk? 
Level 26: rt5r 9bfz 6?h4 mbk? 
Level 27: r?3r 9bfv 6?k4 cbk? 
Level 28: stir 9bfq 6?m3 4bk? 
Level 29: s?zr 9bfl 6?p3 wbk? 
Level 30: ttxr 9bfg 6?r3 mbk? 
Level 31: t?vr 9bfb 6?t3 cbk? 
Level 32: vqsr 9bd7 6?w2 3vk? 

■ Buper 
Passiijard 

Entering this code on the 
password screen will start you 
on the very last level with 100 
health, 200 armour, all 
full ammo, back pack and the 
three pentagram items that 
enhance your laser gun, making 
it three times more powerful 
than the BFG9000. This weapon 
can apparently kill the last boss 
in four seconds. The pentagram 
items also let you use the 
switches in the last level (closes 
the gates that spawn the 
monsters) and makes the laser 
shoot more quickly and strongly. 

W93M 7H20 BCYO PSVB 


Credit goes out 
to Justin 
McWilliams of 
Flushing in the 
US for most of 
the Doom 64 
stuff. Want to 


find out more about him? Visit his 
website at: 

http://www.geocities.com/Paris/7499/ 
index.html 


Level 10: hj6r 9bcl 69g8 rbk? 
Level 11: hl4r 9bcx 69j8 hbk? 
Level 12: jj2r 9bcs 6917 8bk? 
Level 13: jlOr 9bcn 69n7 Obk? 
Level 14: kjyr 9bcj 69q7 rbk? 
Level 15: klwr 9bcd 69s7 hbk? 
Level 16: Iktr 9bb9 69v6 8vk? 
Level 17: I2rr 9bb5 69x6 Ovk? 
Level 18: mkpr 9bbl 69z6 rvk? 
Level 19: m2mr 9bbx 6916 hvk? 
Level 20: nkkr 9bbs 6935 8vk? 
Level 21: n2hr 9bbn 6955 Ovk? 
Level 22: pkfr 9bbj 6975 rvk? 
Level 23: p2cr 9bbd 6995 hvk? 
Level 24: qk?r 9bf9 6?b4 8bk? 
Level 25: q28r 9bf5 6?d4 Obk? 
Level 26: rk6r 9bfl 6?g4 rbk? 
Level 27: r24r 9bfx 6?j4 hbk? 
Level 28: sk2r 9bfs 6?13 8bk? 








































To increase the size of your 
players' heads, a la NBA Jam, 
just enter the following code at 
the title screen: Top C, Top C, 
Bottom C, Bottom C, Left C, 
Right C, Left C, Right C, B, A, 
and then hold down Z and press 
Start. This doesn't change the 
gameplay but is nicely daft! 
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Get all the bonue optlone — 
lulthout having to have your 
butt kicked every timel 

■ Rcceeo Rll 
Options ^ 

To be able to access all 
of the game's level 
options without ^ 
beating the game 
on the higher 
difficulty levels, 
wait for the 
character profiles 
to come up. Now 
press Z, B, A, L, A, 

Z. (That's the L button 
on top left of 
the controller.) 

The announcer will 
say "Perfect" if vou 
did it correctly. 
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■ See the 
Ending 
% Credits 
^ Ulithout 
Beating the 
Berne 

To check out the 
ending credits 
without beating the game (note: 
the credits only, you do not see 
any character's ending) wait for 
the character profiles to come 
up. Now press Z, L, A, Z, A, R. 
(That's the L and R buttons on 
top of the controller.) You'll see 
the game's credits come up if 
you did it correctly. 


the Sky 


To access the Sky Stage, 
both players must press 
Down + MK when they 
select their character. All 








































his other half will be on the 
other side. There is a I 
situation in which you cati 
actually do something 
weird with this trick. 

If you manage to find 
IPf the rabbit in the 
basement and catch him, 
don't collect his star. 
Instead, carry him to a 
door and put him 
down just in front. Go 


Using controller 
two's analog control stick 
you can move the camera in 
many different ways during the 
sequence with the Princess and 
also during the re-cap of the 
levels you've seen. 


back and teleport again — do 
this at least three times. 

Once you've teleported a few 
times, go back to your hat and 
look at it carefully. Examine it 
from all sides. What you'll see is 
a bunch of hats stacked 
up on each other. Pick 
up one hat and Mario 
will put it on his head, 
whilst the other hats 
_ ^ will stay on the ground! 

; Now, pick up the other 
hats and Mario can now 
carry them all around 
with him! 

He can now kill baddies 
with them, plus he won't 
put it back on until you 
HHH either teleport with 
him, get a star, or leave the 
level — plenty of time for fun! 


Some bizarre oecreto. all 
contained in the best 
platPorm game everl 


■ Carry the 
Rabbit to 
other areas 


through the door and try the 
jump kick trick mentioned above 
until you get Mario on both sides 
of the door. Now pick the rabbit 
back up and set him down on the 
other side of the door. Go t 
J&ik through the door — you | 
can carry the rabbit to i 
\ some other parts of ] 
the castle. This serves 
no real point though... 


Find a door which you can easily 
go in and out of. After going 
through the door, quickly execute 
a jump kick, back at the door. 
Usually you'll go through the 
door completely, 
without opening it. 

However, if you Xj" 
time it right, half / 
of Mario will be 

on one side and ^ 


■ Hat Trick 


Go to Snowman's Land (Course 
10). Once you're there, get to 
the snowman's head, as if you 
were about to cross the ice 
bridge with the big penguin's 
help. Now, go ahead and let the 
snowman's breath blow you off 
the bridge. Your hat will fall off 
— don't go and pick it up! 

Take Mario past the grey star 
spot, the small pop-up snowman, 
and towards the two pine trees. 
The second tree of the two is a 
teleport, so use it. Now step 


■ Control tbe 
Ending Camera 


During the ending sequence 
after you beat Bowser, you can 
control the camera if you have a 
second controller plugged in. 


■ Tdrn 
ButterPlies 
into One-Ups 


For Course 2, Course 12 and 
Course 13. Sometimes a bunch 
of butterflies will come out of 
the grass or trees. If you punch 
the butterflies, they turn into 
bombs that chase you. They will 
then either simply explode or 
else turn into one up mushrooms 
— which is always handy! 







































H couple oP cheatB to epice up 
your copy oP maria Kart BN 
— not that you could really 
improve on thie Pella! 


■ Race against 
course ghosts 


Mario Kart 64 has three perfect 
time trial boards. Secretly 
programmed into the game are 


'course ghosts' that represent 
the development team's best 
time trial runs for those boards. 
The ghosts will follow the path 
that corresponds with their time. 

First go into the Time Trial 
mode and pick your player. Next, 
choose one of the levels below 
and get a time better than listed. 
Luigi Raceway — 
under 1'52"00 
Mario Raceway — 
under 1'30"00 
Royal Raceway — 
under 2'40"00 
The course ghosts are 
automatically saved to 
WBSSi your cartridge. 


and the smoke should change 
from yellow to red. Once the 
smoke is red, let go of the R 
button. If you have your 
speedometer on-screen, you'll 
notice your speed go up for a 
few seconds. 


■ Speed Burst 




As soon as the starting lights 
turn blue, hit the gas and hold 
it. You should now be able to 
achieve the speed burst that 
you need to get ahead! 


■ mirrnred 
TPacks 


■ Sonet 
Trick 


Gain a first place position on 
every cup in the 150cc class. 
After you reset your machine, 
the title screen should have 
changed. Now go into GP mode 
and you'll find a new option — 
extra. Wham, bam — you can 
now race on mirrored tracks! 


Hold down the R button 
to slide around a corner and, 
continuing to hold down the 
button, 'steeK the joystick to 
the opposite direction and 
back. If done correctly, the 
smoke will change from 
white to yellow. Repeat 
the 'steering' motion 


■nMCwniir^ 
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■ PurChBr 

secret 

codes 




To enter all of the 
following codes, justj 
enter the sequences 
below whenever the 
screen switches from' 
team select over to 


Shoui oPF to all your mates 
uiith all the cheats you'll ever 
need For the IIBM's version oF 
the classic basketball game, 
nBH Jam. 

■ Player 
Clones 

Fancy having two Dennis Rodmans 
on one team (and double the 
cack hair do's)? By using this 
code, you can now achieve your 
goal by cloning your player. To 
access a clone, just enter their 
last name — see list below — 
and "0000" for the PIN number. 
For example, enter Rodman as 
your name and 0000 as your PIN 
to access the clone. Here's a 
listing of all of the duplicate 
players available: 

Ahrdwy (Penny Hardaway) 

Cliffr (Cliff Robinson) 

Davidr (David Robinson) 

Dream (Hakeem Olajuwon) 

Elliot (Sean Elliot) 

Ewing (Patrick Ewing) 

Glennr (Glenn Robinson) 

Ghill (Grant Hill) 

Hgrant (Horace Grant) 

Johnsn (Larry Johnson) 

Kemp (Shawn Kemp) 

Kidd (Jason Kidd) 

Malone (Karl Malone) 

Miller (Reggie Miller) 

Motumb (Dikembe Mutumbo) 

Mourng (Alonzo Mourning) 

Mursan (Gheorghe Muresan) 

Pippen (Scottie Pippen) 

Rodman (Dennis Rodman) 

Rice (Glen Rice) 

Smits (Rik Smits) 

Stackh (Jerry Stackhouse) 

Starks (John Starks) 

Webb (Spud Webb) 

Webber (Chris Webber) 


■ Hidden 
Players 

As with NBA Jam, you can access 
a huge amount of secret player 
characters, some of which are a 
tad bizarre! The name that you 
should enter is in boldface. The 
PIN number you need to enter is 
in red. 

Amrich (Dan Amrich)2020 
Bardo (Bardo) 6000 
Carlos (Carlos Pesina) 1010 
Daniel (Dan Thompson) 0604 
Danr (Dan Roan) 0000 
Divita (Sal Divita) 0201 
Eddie (Eddie Ferrier) 6213 
Eugene (Geer) 6767 
Jamie (Jamie Rivett) 1000 
Japple (Japple) 6660 
JC (John Carlton) 0000 
Jfer (Jennifer Hedrick) 0503 
Jonhey (Jon Hey) 6000 
Kombat (Ed Boon) 0004 
Marty (Martinez) 1010 
Mednik (Mednik) 6000 
Minife (Minife) 6000 
Morris (Air Morris) 6000 
Mortal (John Tobias) 0004 
Munday (Larry Munday) 5432 


MXV (Vinikour) 1014 
Nick (Nick Ehrlich) 7000 
Nfunk (Neil Funk) 0101 
Patf (Pat Fitzgerald) 2000 
Perry (Matthew Perry) 3500 
Quin (Kevin Quinn) 0330 
Root (John Root) 6000 
Shawn (Shawn Liptak) 0123 
Sno (Sheridan Oursler) 0103 
Turmel (Mark Turmell) 0322 

■ Recess 
secret play 
modes 

The following codes are 
entered at the "Tonight's 
Matchup" screen. You use 
the Turbo button to control 
the first number, the Shoot 
button to control the 
second number, and the 
Pass button to control the 
third number. Basically, 
it's much like the Kombat Kodes 
on MK Trilogy. 

025 — Baby Sized Players 
048 — No Music 
111 — Tournament Mode 
120 — Fast Passing 
273 — Stealth Turbo 
390 — No Pushing 
461 — Unlimited Turbo 
552 — Hyper Speed 
610 — No Codes Allowed 
616 — Block Power 
709 — Quick Hands 
802 — Maximum Power 
937 — Goal Tending 


Tonight's Matchup. 

The cheat box should flash if 
you have entered them correctly. 

Big Heads 
Hold Up, press Turbo and Pass at 
same time 
Huge Heads 
Up, Up, Pass, Turbo 
Shot Percentage On 
Rotate D-Pad clockwise, starting 
with Up 
No Tag Arrow 








ffiEEE 


Left, Left, Pass, Turbo 
No Drift 

Down, Down, Shoot, Turbo 
No CPU Assistance 
Hold Right (on the D-Pad) and 
press Pass, Pass 
Rooftop Jam 

Hold Left, then press Turbo 
three times 

All-American Basketball 
Hold Right (on stick) and press 
shoot, turbo, pass 

■ Random 
Team Select 

To have your team selected for 
you, press Up and Turbo at the 
team select screen and the hard 
choice will be made. 

■ Change 
Rodman’s hair 
colour 

While at the team selection 
screen, go to the Chicago Bulls 
and press the PASS button to 
change the man's hair to 
different colours. 



























Central Park in New York 
Arctic Island — Deep inside the 
cave at the base of the waterfall. 
We suggest using the Jet-Pac to 
find these areas. 


Excellent Plying eim. excellent 
cheats and oP course, an 
excellent cheat sectioni 


■ Find 
the 

Blrdman 

Stare 


■ Set a 
perPect 100 on 
Jumble Hopper 


Jump between the building you 
start on and the building in 
front. You will notice a doorway 
on the building in front. Go 
through this into the Nintendo 
building and out of the other 
doorway. You are teleported to near 
to the end of the level. You can get 
a top score of 100 every time.^0 


■ birdman, fly through 
one of the special 
mmBBMSkI stars located on the 
following levels. 

Holiday Island — Under the 
natural arch on the beach 
Crescent Island — In a hidden 
cove on the beach 
Little States Island — In 


maybe It is uiorth collecting 
all those pesky challenge 
points in this aiuPui Star UJars 
cash ini 


the SkyHook Battle stage hold down 
the camera button for five seconds 
and you can fly as an X-WING. 

Hold down the button for 
another five seconds and you can 
fly as a TIE Fighter. 

If you hold down the button for 
another five seconds after that, 
youTl go back to the Outrider. 

Collect all challenge points on 
Hard setting and in the game you 
get invindbility for 30 seconds and 
start with all weapons. 

Collect all challenge points on 
L Jedi setting and the 

Wampas in the 
i "Escape from Echo 
'9 b Base" stage will 
follow you and 
ST attack your enemies 
^oryou. 


■ Challenge 
Points 


Collect all the challenge points on 
the Easy setting — during the 
game hold down the camera button 
for five seconds and you get the 
Leebo Scanner 

Collect all the challenge points 
on the Medium setting and during 






















































CM6TSMMGGTS — All Weapons 
BLLTSRRFRND — Unlimited 
Ammo for weapons 


After you have entered one of 
the above cheats, you will be 
able to access a new option 
called "Cheat Menu." Enter this 
option and you can now select 
turn each cheat ON/OFF.’^^^Vj! 


Here are some codes for Turok 
that you should enter at the 
cheats screen: 

DLKTDR — Pen and Ink Mode 
(black and white wireframes) 
SNFFRR — Disco Mode (strobe 
lights and dancing enemies) 
FRTHSTHHRLSCK — 

Infinite Lives 

THBST — Gallery (view, scale 
and rotate all 3D enemies) 
FDTHMGS — Show Credits 
THSSLKSCL — Spirit Mode 
(gives invincibility and slow 
moving enemies) 


Here are eome excellent 
cheate For one oP the beat 
gamea me have ever aeen. 
Horn all the aecreta are youra 
For the picking. Hlaa. me 
haven’t got a cheat to atop 
thoae bleeding T- Rexa From 
acaring the panta oFF you! 











































From there you need to go 
through all the rings and do all 
the stunts, (listed below) which 
include diving underneath the 
water from a ramp. If you did 
everything correctly, you'll hear 
the dolphin squeaking when you 
cross the finish line. 


■ Dolphin 
Tricks 


To be like that 
horrible kid in 
Flipper, follow 
these directions. 

Select the Stunt Mode 
and play in Dolphin Park. 


■ USB ths 
Same Racer in 
TUio-Player 
made 


This cheat allows both players to 
have the same racer and the 
same outfit in the two player 
mode. First, use controller two 
to decide which racer you are 
going to use in the Vs. Mode, 
and make sure that the first 
player's cursor is on an adjacent 
racer. Press up on controller two 
and press Start to have player 
one's default colour. Then, on 
controller one, press right (or 
left) and Start at almost the 
same time. If you do this 
correctly, you can start the 
race with both players having 
the same outfit. 


ilBiu Stunts 

■ Double Flip 
Stunt 


First get some speed with the 
jet ski. When you are on the 
ramp, tap up at the top of the 
ramp and 
hold down to 
do your flip. 
Instead of 
making the 
character do 
one complete 
flip, hold the 
down button 
longer so he 
does another 
turn. If you 
have done it 
correctly he 


■ Dolphin 
Racerl 


Ever Fancied riding on the 
back oP a dolphin? lUell here's 
your chance. Ulell, as long as 
you Pollouj our ujords that isi 

■ Reverse 
Tracks 


To open up the "Reverse" mode, 
you must get a first place overall 
on the Expert level of difficulty. 
After that, a fourth option called 
Reverse will appear underneath 
Expert. You will now be able to 
race backwards on the tracks. 

■ massive 
Scores 


To rack up huge amount of points 
on the stunt courses, press the 
pause button as soon as you 
complete a stunt. If you do it 
right, all the sounds should stop 
except for the announcer's usual 
inane banter. Usually if you press 
pause at the exact moment you 
hit the water, you should be OK, 
but the idea is to press pause the 
instant the announcer starts 
wailing. If you do it right, you 
should get tons of points, racking 
up massive scores for easy tricks. 


will land perfectly and ride on 
without falling. 

■ Helicopter 
Stunt 


This is a variation of the flip, 
where you spin sideways. When 
you are on the ramp, turn sharply 
diagonal left>up or diagonal 
right-up, then hold down to do a 
sideways flip. 


■ Helicopter 
into a Flip 
Stunt 


Handstand (off throttle —- 
press down and up) 

Spin, ie. "backwards ride" 

(off throttle ~ 
move stick clockwise) 

Stand (off throttle — 
move stick counter-clockwise) 

+ Somersault (hold down) 

Roll left (off ramp — 
tap right and hold left) 

Roll right (off ramp — 
tap left and hold right) 

Flip (off ramp — 

hold up then quickly press down) 

Dive (off ramp — 

hold down then quickly press up) 


Now exit and select Championship 
Mode and then Warm Up. 

When selecting your character, 
hold down on the analog stick, 
and when you start you'll be 
riding a dolphin! 


Do the helicopter stunt as listed 
above but hold the down button 
for longer. It will look like he 
does a helicopter move, but then 
he will rotate so he's in an 
upright position and does 
another flip. 


■ Bpeed Buret 


Try to press and hold down the 
gas button, right before the 
announcer says, "Go!". If you are 
successful, you'll 
start perfectly, 
go, ! 


■ Triple Flip 


You need a lot of speed and a 
lot of air to do this. Tap up at 
the top of the ramp, start doing 
the flip and hold down. You 
need a lot of speed for this 
one, so do not try to do any 
turns as they will slow you down 
or stop you completely. 
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■ Anothei feature of Total 64 is the strength of our solutions. 
Every issue uie uiill provide you with all the answers to 
cracking the toughest levels. Our tipsters are experts in their 
fie,Id and will give you the best hints, tips and cheats ever! 
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Hasthe UK 
finally been 
noticed? 



lilBll I uiouldn't go 
that Far. but uuhat 
a month thie has 
bean! James has 
Finally admitted that 
he’s addicted to 
maria Bk, and more 
amazing still - there 
have been games 
[plural!] 
released In 
the UK! 

D K so we're still behind the 

rest of the world, but at least now we've got some decent 
multiplayer games to keep us occupied while we wait to catch up. 

Previously the only game really capable of holding more than one player's attention 
for any length of time was Race 64, but now we've got a couple of beat-'em-ups, the 
incredible International Superstar Soccer 64 (which has certainly held our attention!), and of 
course Mario Kart 64. 

The last two are also capable of supporting four players at once — meaning that you'll 
need some more controllers to play with. So at long last we're getting the official coloured 
controllers, and if you're in two minds about whether or not to buy one — DO! 

There are so many great four player games on the horizon that you're going to need 
them sooner or later, (assuming you have that many friends!); Hexen 64, Duke Nukem 64, 
Starfox 64, and Wayne Gretzky's 3D Hockey, to name but a few, will all support four 
players, and in doing so provide an unrivalled level of gameplay for anyone lucky enough 
to own an N64! 
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